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game console We hope that you will continue to enjoy this and all of our games for the 
PlayStation game console Due in part to the numerous requests we've had for Strategy/RPG 
games, this game now rests in your hands Please continue to tell us what YOU want, because 
we are always interested in what YOU think of our games and what games YOU would like to 
see released in this country. 


WARNING: READ BEFORE USING YOUR PLAYSTATION' GAME CONSOLE. 

A very small percentage of individuals may experience epileptic seizures when exposed to cer~ 
m tain light patterns or flashing lights Exposure to certain patterns or backgrounds on a television 
M screen or while playing video games, including games played on the PlayStation game console, may 

W induce an epileptic seizure in these individuals. Certain conditions may induce previously undetected 
epileptic symptoms even in persons who have no history of prior seizures or epilepsy. If you. or anyone m 
your family, has an epileptic condition, consult your physician prior to playing. If you expenence any of the 
following symptoms while playing a video game - dizziness, altered vision, eye or muscle twitches, loss of aware¬ 
ness. disorientation, any involuntary movement, or convulsions - IMMEDIATELY discontinue use and consult your 
physician before resuming play. 

WARNING TO OWNERS OF PROJECTION TELEVISIONS 

Do not connect your PlayStation game console to a projection TV without first consulting the user manual for your 
projection TV. unless it is of the LCD type. Otherwise, it may permanently damage your TV screen. 


USE OF UNOFFICIAL PRODUCT; 

The use of unofficial products and peripherals may 
console warranty. 

H-IANDLING YOUR PLAYSTATION DISC: 


damage your PlayStation game console and invalidate your 


This compact disc is intended for use only with the PlayStation game console 


• Do not bend it, crush! or submerge it in liquids. 

p Do not leave it in direct sunlight or near a radiator or other source of heat 
p Be sure to take an occasional rest break during extended play. 

• Keep this compact disc clean. Always hold the disc by the edges and keep it in its protective case when not in 
I use. Clean the disc with a lint-free, soft, dry cloth, wiping in straight lines from center to outer edge. Never use 
1 solvents or abrasive cleaners. 






































Set up your PlayStation' game console according totik' instructions in its In 1 
the power is off before inserting or removing a compact disc. Insert the 
and dose the Disc (*o\ cr. Insert game controller s and turn on the PlayStatii 
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screen instructions to start a came. 
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ten vc.tr> am Arcs father, Yoshua, 

disappeared during a mysterious 

uiiii furious 5torm. Since that day, 

✓ 

Arc has been obsessed with learning 

i? 

the fate of his father. He has taken 
to training in preparation for the 
day he will leave the comfort of his 

small country home to become a 

/ 

soldier. With strong attacks, good 
defense, arid powerful abilities, he 
has become a well-balanced tighter* 
Now, despite his mother's concerns, 
Arc is about to embark on a journey 
to leant the fate of his father. 





















































Kulomi is part of the clan swvm to protect 

tlic.Mtml Flame Cum. Bourn! by tradition, 

/ 

slic uill be sttmmaned to Paietuia ca>tlc 
in the new year, to wed the Crown Wince. 
Uryjed by the mayor, Kukuru journeys ti> 
the top of Mount Cum to extinguish the 
very flame that she has sworn ti> protect, 
in the hope that she nill escape the bom! 
ot her clan, as vvelli as her obligation to wed 

the prince. [ 
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ANTIDOTE 


Vn dlivttvc rvmcds for am one ih.u 

w 

becomes poisoned. 


CURE 


Recovers HP. The amount of HP thtf can be 
nxnscicd will increase as she earns lock 



The enemy will be unable locast magk 
just like taping their nmith shut. 
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RESURRECT 


Allow* the charadCJts) to recover man 

jhnomul Hiatuses 
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llns User-wielding angel unleasliex its Allows dead psaly memlvts (except 
vengeance upm the kill Id kid. Kukuru. IX11' Mo return to the kittle. 
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DIVIDE 


Stadi HP from .til enemies in range, and dis- 
lnluk> it to j\uiy nvmk/rs near kukiiiu. 
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Poco is part i>f‘ the Palencia Military 
Corps—the marJiin^ band part. Puring 
kittles, one can usually fiml Poco 
cowering in the brush to avoid any 
confrontations with monsters. However, 
his abilities play an active part in the 
power ami well being of the other 
members of the party during combat. 
Poco is always the first to remind Arc of 

J 

the im|H>rtance of nutrition — mainly the 
fact that lies always hungry, and feels the 
need to eat at reeularlv scheduled times. 
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Tosh b a member of the Elite (Hurd in the tinvn 
of ralcittia. When the Minbter evicted the nunv 


w 

citizen* of the town, protect erupted throughout 
Palencia. With orders to kill anyone that wouldn't 

w 

comply w ith the Minister^ order*, the Elite Guard 
.slaughtered many innocent people. Tasli chose to 
ignore the Minister* order*, and fought to pattect 
the imtc>cent people of Palcncia. However, during 
the skirmish, Toshi own father was murdered. 


Blinded by rage, Tosh tried to protect what was 
left of hi* clan, but was cap turn! irutead. Now, 
due to his treasonous acts, Fosh sits in a cell below 
Palcncia castle waiting to learn lib terrible fate. 
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Over .MW ye-irs ago, citizen fought 
15 one of the original seven heroes, 
in an attempt to save the world. 
Flu* confrontation dim.ixed at the 
Ancient Monolith near the small 
town of Touvil As the battle 
Jugged on, it became apparent to 
Gogen that the onlv nay for good 
to emerge victorious was for him to 
seal himself and the enemy in the 
llhtMon World. Pue to the length 
of time Ihe has spent away from 
humanity, uogens brain is a little 
foggv, but he remains a fvwerful 
wizard nonetheless. 
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thoiigara is j merchant aiul aself-titletl ‘iilvmhm-T’’ who sonus 
indent rtiin> .uul searches for lonvjlost treasures. Ht* lu> been 
searching tin* Forbuli len Ruins in Alatos in tin* hopes of hndiiw i ran 
item known a> tlu* summon IVt, whfch is rumorcil to have the power 
to summon ethereal utunii.ni Fonts. He knows tlut An is looking 

to 

for ific Light uu.miian, .uul it just so that lie knows where it 

resides. However, without the summon Pot, lib lips .ire sealed* 
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To skip the opening animation 
and proceed to the Title screen, 
press the START button. The 
Title screen will display two 
options: New Came and Con¬ 
tinue. It there is no save data 
present on the memory card, or 
to start the game over from the 
beginning, select New Game 
Press the * button The game 
w ill start from the beginning. 


C ure 


To continue play ing a pres iousiy 
saved game, choose Continue . 

then press the x button the I xkkI 

screen will then be displayed. 

Onl\ three s.i\ e files can be dis- 
# 

played t>n the screen at a time. 
Move die cursor up or down to 
display additional save tiles dial 
maybe on the Memorv Card. 

m w 


To help diflerentiate between the 
save liles, each save file will list 
the following information: char¬ 
acter s current level, game time, 
and location of the save, to load 
the game, move the cursor to 
select the desired file. IVess the 
x button. The game will then he 
loaded 


Phase (h nun remove the nu’ntorx 
i on! during a save or a load. 
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In Arc /. an empty memory card 
can store up to fifteen individual 
save tiles. Dual memorv card 

W 

support allow s thegame to recog¬ 
nize two different memory cards 

(one in MEMORY CARD slot 
I and one in MEMORY CARD 
slot 2). The LI and Rl buttons 
switch between installed Memorv 


A Is o, due to the fact that Arc 
Collection uses numbered save 
tile names, we do not rcc 
omniend that y ou copy individ¬ 
ual saves with the Plantation 

w 

Memory Manager, but rather 
load the save you want to copy, 
change the card, and save the 



Girds when loading or saving a 
game. 








































Axi* fi*t> Lk?' ’ is divided into 
three main areas: Events. Maps, 
and Battles. In between the 
man\ story events that occur 
during the game, the Map 
screen will be displayed. This 
screen can be used to select 


Once the Map screen is dis¬ 
played. press the directional 
buttons to display Arc's current 
location—which can easily be 
located by the flawing color. 
The name of the currently 
selected location will also be 


Later in the game, when Arc 
gets control oi the King’s air¬ 
ship. he can then choose which 
continent to explore. The World 
Map will display the continents 
that Arc is allowed to visit. 
Move the cursor to select which 


new areas to explore, return to 
prev ious locations, and to save 
the game. 



displayed on the map. Use 
the directional buttons to select 
which location to visit. Once a 
decision has been made, press 
the * button. Sometimes a 
reminder to save the game w ill 
be displayed; otherwise. Arc 
w ill travel to that area. 


continent to explore. Press the 
x button. The airship will then 
travel to that location. After 
arriving. Arc and his compan¬ 
ions will once again go to the 
Map screen. From the Map 
screen, choose which location 
to explore. 


I he Save screen can only be 
accessed \ia the Map scram. 
There are two wavs to access 

f 

the Save screen: If the Confirm 
Save option is set to On at the 
Options screen, a reminder to 
save the game will be displayed 
upon exiting the Map screen; or. 
by simply pressing the o button 
on the Map screen. 

It is generally a good idea to 
save before exiting the Map 
screen when exploring new 


Once the Save screen is dis¬ 
played, use the cursor to select 
a data slot in w hich to save the 
game. To access other save hies, 
move the cursor up or dow n to 
display additional save files, or 
use the L l or R l buttons to sw itch 
between Mcmorv < ’ards. 

w 

Note: Always saving over the 
same save location can be unw ise. 
Make it a lhabit to save in other 
save slots. This will make it 

easier to go back to a prev iouslv 
saved location in the game. 


lb save the game, simply press 
the x button. The game will 
automatically be saved. 

CAUTION: Before pressing the 

x button to save the game, 
make sure that it is okay to 
save in that location. Once 
the x button is pressed to save 
the game, the game will be 
immediately saved in that data 
lilc—there will be no confir¬ 
mation window o.c. a ves or no 

* 

option). 
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The Character Status screen j Chirsdtt 

can be accessed from the Battle . - r™- ■— 

• . . ..... fl _ A picture ot the character will he 

screen by pressing the START 

* , hirv i»il iKitt a Ihiiir n 


button This Status screen vvi 


display important information 
regarding a character. 
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displayed above their name. 

\l Accessories ] 

Displays what accessories the char¬ 
acter has equipped. Each charaLier 
can equip a maximum of four acccv 
sones. To view wtut acecKOrH-s ate 
equipped, press the START button 
to bring up the Accessories screen. 
Next, use the cuimm to highlight an 
.iccevsory-. To view the item’s descrip¬ 
tion. press the o button. 


Level 


t 3 


10 


Character’s current level. As the 
character gams experience points, 
their level will increase. 
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13 4 iLuige 1 

15 The distance a character can qkn 

during combat. The higher the value. 

- the gpBMa the distance they can 

>&/&&> move during their turn. 
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Hit Points 


The char*1cr's current and maxi- 
mum number of hit punts (Current 
HPAlax HP i When a characters HP 
reaches zero (0). the character will 
he removed from the Baltic screen. 
I\n dost i mention U'HV flu ki\ to 
winning is to beef* ALL of the t inte - 

tcr\ aloe thorny the nutny bottles. 


• « 


Marie Points 


The character's current/maximum 
number of magic points i MP). \\ 1km 
their MP becomes /cm (Ol, the* char* 
actcr will be unable to use their spe 

ci.il abilities 


7 7\ Attack 

sC- - — J 

Hie strength ot a character’s attack 
V their atiack power increases, so 
w ilt the strength of then .macks. It 
an accessory increases the level of 
attack, one or more small dots w ill 
appear next to the number 


The character’s ability to use magic. 
Their magic abilities will become 
more effective as this value increases 
If an equipped item increases their 
magic ability unc or more small dots 
will appeal*next to the numtvr. 

b 9 Defense _ ) 

The character’s .ibilny to defend 
against enemy attacks. As their 
defensive ability increases, they* will 
receive less damage when attacked. 
If an equipped item increases their 
defensive ability, one or more small 
dots will appear next to the number. 



The number on the left displays the 
current experience points, and tiic 
number on the right displays the 
number of points needed to raise* 
to the next level. The more levels 
gamed the stronger they will become 
during combat. 


lhe character will receive expen- 
ence points when they attack, coun* 
teratlack. deten J. or use magic. 



The character’s ability to jump over 

iibsiat lev \n this safuc increases, the 

character will gain the ability to jump 
over obstacles on tlx: Baltic screen. 


Character's ability to counter an ene- 

m 

my’s attack. As tlx* character's coun¬ 
terattack ability increases, they will 
gain side and rear counterattack abili¬ 
ties. 4 jljr fijT. jX i *’ 

$ 15 CatAlevel ) 

The characters ahihtv to catch items. 

W 

As this ability increases. (Ik charac¬ 
ter w dl then be able to catch items 
that are throw n at them. The charac- 
ter nuy keep the item, or they might 
throw it bac k at the enemy. 


Chunkier *s reaction speed. As the 
character’s agility increases, they will 


13 Thnnv Level 

s - - 


react taster during cimihat ;ukI lx: (lu racier** ability to throw items, 
able to move sooner. If un equipped As their ability increases, the) will 
item increases their agility, one or he able to cause more damage when 


more small dots will appear next to items are thrown at enemies, 
the number. 
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When exiting the Map screen, 
and before the Battle screen is 
loaded, it is possible to adjust the 
characters' equipment. To adjust 
the characters’ equipment, select 
Yes. Press the * button. The 

Accessories screen will be dis¬ 
played. To cancel and proceed 
directly to the Battle screen, select 
.Vo. The battle will begin. 

During a battle, the Accessories 
screen can Iv accessed by press¬ 
ing the START button twice. 
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When the START button is 
pressed once, not only will the 
Character Status screen be dis¬ 
played. but also their abilities. 


The character’s abilities can be 
arranged on this screen. To rear¬ 
range one of the character’s abil¬ 
ities, move the cursor to select 
which ability to relocate. Press 
the * button Next, move the 
cursor to the desired location on 
the Ability Ring. Press the x 
button. The ability will be moved 
to that location. 


S' II 



When the Accessories screen 
is displayed, accessories can be 
equipped or unequipped. To 
equip or unequip an item, select 
the accessory slot, then press the 
x button Once the cursor is 


move the cursor to select which 
accessory u ill be equipped. Press 
the x butum. The item will be 
quipped. If you are replacing 
an existing item, that item will be 
unequipped first. 

Before equipping, hold dow n the 
o button to view a brief descrip¬ 
tion of the accessory. 


life Li< 
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To unequip an accessory from 
the character's inventors, move 
the cursor to select the acces¬ 
sory. Press tlx 1 x button. When 

•4 

the cursor is on the Accessories 
screen, move the cursor to an 


empty arete and press the x 
button The accessory will he 
removed. 
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Once the equipment has been 
set up as you please, press the 
A button. To confirm the deci¬ 
sion to leave the Accessories 
screen, select Yes, then press tlx 1 
x button. The Battle screen will 
then be loaded. To cancel and 
return to the Character’s Acces- 
sories window, select So. then 
press the x button. 
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When the Character Status 
screen is displayed, use the 
LI, L2. Rl. and R2 buttons 
to switch between characters. 
Only the status of the other 
characters can be viewed; thev 

4 

will not be allowed to enter the 
Accessories screen. 


Remember: Onh the Charm - 

4 

ter Status screen can he viewed 
when it is not a displayed char’ 
acter’s turn. 
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On the Battle screen. all of tlie 
characters and enemies will be 
displayed. To scroll around the 
screen, hold down Kith the LI 
and Rl buttons to display the 
free cursor. Now. use the direc- 
liiHial buttons to move around 
the screen. To move taster, hold 
down the LI orRI button. 


Move the cursor to an eneim to 
view its name. When it’s moved 
to a character, their name and 
stats can be disnlaved. 
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When moving the eh.iracters At the end ot each battle, the 


around the sc reen, it is possible to 
\ tew their current/maximum 1 IP 
and MP. A few seconds after the 


Result screen will be displayed. 
All of the characters in the part) 

.ire shown here with two icons 


next 


IIP .mo MP will be displayed. 


Once a character s HP reaches 
zero (0). they will be removed 
from the Battle screen. Also, 
when their MP reaches zero (0). 
lhe> will be unable to east spells. 
Rmtmberto /*n dost' attention 
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All of the items collected during 
battle will be displayed at the 

bottom of the screen. 
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Access the Item screen during lb use an item on a character, 
combat by pressing the o button, move the cursor to select an 
Items can be used to recover a item. Press the * button. The 
character's HP/MP, return them cursor will then be placed on the 
to noimal status, raise their abili- character, lb have the charae- 


character’s HP/MP* return them 
to normal status, raise their abili' 
ties, cause damage to the enemy, 
or diminish an eneim \ abilities. 


ter use the item on themselves, 
simply press the * button. The 
character will then use that 


:n an 


its item 






name and quantity will be dis¬ 
played in a text box. Hold down 
tile o button to view a brief 


To use an item to benefit another 
party member, move die cursor to 


itiV 


button. The character will throw 
(he item to the party member. 
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To use an item on an enemv, 
move the cursor to select an item. 
Press the x button. Now, move 
the cursor to select the enemy. 
Press the * button. Hie character 
will throw tlie item at the enemv. 


Be careful when selecting items. 
m some will harm or even kill 


party members. That's why it's 
always important to read the 
description of the item before 
using it. Remember, safetx first. 
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During the Buttle screen, press 
the SELECT button to access the 
Options screen. To change am 
of these options, use the direc¬ 
tional buttons to select a setting. 
There arc nine different options 
described on this page: Vibra¬ 
tion. Sound. Message speed. 
Battle voices Confirm save. 
Confirm setup. Confirm finish 
Help window, and Open Chon- 
i»ara\ Monster Book 


{ Vibration ) 

Turns on i»r off the \ ibralion tor the 
DUAI .SHOCK® analog controller. 




The speed at which text is dis¬ 
played. Choose Normal or Fo.(l. 

| Conformant ~] 

___ If this option is set 

1 to On then aconlir- 

i - mation box to save 

the game will be 
display ed before going into combat 
The player will then he able to 
soe the game before leaving the 
Map screen. Choose Yes to enter 
the Save screen, or choose No to 
exit the Map screen arui enter into 
combat. 



Sound 




Determines how the audio is set up. 
Choose cither Stereo or Mono. 

[ Battle wfctt ] 

Turn on or off battle voices. 


Confirm tetup 


- If this option is set 
| 0 () n pi a yer 

fclr* W 

*- *~"jk ** P rom P ,e d to 

r — : ♦ • set up equipment 


for the characters before engaging 
in combat. 

If the option is set to Off, then the 
equipment setup bo\ will not lx* 
displayed before battles. 



If this option is set to Off. there 
will be no option to save the game 
upon exiting the Map screen. 


It this option is set to 
i’*i *** i«rj On. then a con ft nna- 
1 f v i turn box will appear 

_ before ending each 

character's turn in battle. 

If n is set to Off. then the confirma¬ 
tion box to end the character's turn 
will not he displayed. 



Turn on or off the help window 
during the different menu screens. 


teONjicitfuri 


V ibralion 
SoanJ 

Me»Mjf ifrri 
Batllr ii'fcf* 


iM i'M 
srmv Mdno 

Vrmil 1 j it 


MW 


On 


lonfr/n wtjp /'■ Off 

umffm finish On Off 

Mrfp »in Jon Off 

b i-Ym i JionjjrjV Mon«tcr Book 



Once Chongara joins the party, this Next, use the up and dow n directional 
option will be displayed. Chongara burtons to scroll through the nhxi- 
starts the game with a spell called sters that have been searched. The 
Seaivh. When Chongara uses this selected monster (written in orange 
spell on a diameter or enemy, he dis- letters i will display the following 
covers information aNxil them. Once fcitormation: their original stats, the 
Chongara casts this spell keep press- items they may carry, abilities, losses 
mg the * button until all of the infer- (number ot (ink's this type of mon- 
mat ion !us been transcribed into his ster has been destroyed 1, and wins 
book. (number of times the monster has 

defeated one of die party members). 
To view the information, select Open To exit Chongara’s Minister B<x>k and 
Chongara's Monster Book on the return to the Configuration screen. 
Configuration screen. Press ilk * press the * button. 
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During a baule. a character can he 
in the following statuses: Good, 
Sterne, Paralysis. Poison, Sleep. 
Darkness. Silent, and Hento-ji. 

A character can he cured from 
these various statuses by using 
different items. For example, use 
Cure-All to I teal a character from 
the following statuses: Paral¬ 
ysis. Poison. Sleep. Darkness. 

and Hemo-ji. Check an item s 
description to see what status it 
will cure. 




Good 1 

mm: 

Stop J 

jk 

Character status is 
normal. 

/ * 

m n 

Napping. The char¬ 
acter will be unable 
to do am thing until 
thev are ,ivs akened. 


Stone ) 

[ Vainest I 

WW~zf 

mm 

Turned to stone, 
tb character will 
he unable to do anv - 
thing until (hey are 
healed. 

f V 

v -s-a 

In a mental fog. The 
character's attack 
power wilt he 
reduced. 


ftwty* J 


sticat —) 

Cannot move. The 
m 4) character will Ik 

ii ^9 

^ • unable to do any- 

m £ thing until thev are 

I m 5 healed. 

mi 

[1 

The character has 
been silenced and 
will he unable to 
use anv of their abil- 

4 

ities. 


Mum ) 

l 

-frttuvii 

U4IHTII 



In this weakened 
slate, the character 
will slowly lose 

HP. 



When a chiiracter 
becomes a Menu* ii. 
tiles will lose N*th 

ftp 

strength and the use 
of their abilities 
















Directional Duttons 
Lett Analog Stick 


Right Analog Stick 


START Button 


* \V*t> dunhicn on the sown 

* htecurwon the Bank Saven 

* \lou*'i.itrxv on menu item* and hnv* 
require a response 


* EflflNe* tlv ux- ot the Lei: and Kijhi Vtuloj 
Stn.lv j»td the U and R3 hurt* n* 


* Open' the Ortnwv xicm 


* Paux'the pamr 

* Cicturt' the xi up ol the Battle part* 

* Opem the S«t itvnu on the ehjr*.iei atkJ tiein 
Iht' 


* i >pe» ik* Conv Battle mam 


* fenfant menu canmndi 

* Inmate* cumawMt mill urn nqwple 

* Vtul* cnemv* on the httleUll 



! 1111 Buttons 

1 IV>* (he L1 an) K1 huiMh 'itiwltatvoukh to 

m 

Ain jk* the tree atrx* durtnr combat 

* When tv tire curve i« xtne. ux* either the 

1 1 if K1 Mint m vfxvd up the iurx<* 

* When pre"i«e down either the LI or Kl 
Krttnn. inc the ilirotmul Nmon* in itungr 
llv uj\ j elurAier t> Utn}r «dUo ith*in£ 
them dump von that 

1 _ _ __ _ 


, (112 Buttons 

* Ahliite* van he pr*•prammed into cither tlv 
L? or R? button 

1 lx* eitlvr llv 1’ or K’ hut Km t<> 'utkh, 
hftuivu ehuTAien in itwm. 


* Return' to the ptn ux/* xitcn durmjt menu* 


A R ttflfl f^twiir* rnr UK XJCVllUUiny 

^ * End* a duraetcr t urn Juragamhn 


o Button 


* Diqtin* the chnvr > ihleux Junrv orator 


























































































































































fL i> (lie last of flic PvmiLub, .m ancient 

/ 

tril»c dut lud the ability to sun mum ami 


manipulate flame. While Are was still a ehild 
in Touvil, a snull Jiilii named Ele vvatiJu’il as 
ihtSitarNpah Ltuneheda vieious assault that 
destroyed his entire v illage. During the raid, 
Ele was eaptuivd and sent to a plaec code- 
named White House for further studiiw. A 
f (imter known as Slut rescued Ele in the forest 
near White House, ami took him in. While 
under Sluts care, Ele was taught many battle 


j ami survival teehim|ue$. Even now, Ele is still 
luunted bv nightmares of lus time at White 
House. As this chapter begins, lie is about 
I to take an assignment that will force him to 
* eon front all that lies struggled to forget. 
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In ihtN Male, hfc will m< receive damage 
from the cncmv 
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Born into a tribe of Beasttalkers that 
an lOmmunnate with monsters, Lie:a 
lu> >pent most of her life on .in isolated 
plateau, anav from other humans, ami 
raised In her grandfather, Joseph. Her 
grandfather was painfully aware of the 
gift that his granddaughter possessed,. 
ami of the scorn it might bring if exposed 
to the outside world. Instilling his own | 
fears into her, lies taught Lie:a that 
people kill what they fear and don't 
understand. Unfortunately, in the case 

of Romalia, thats true, but only after 

/ 

they've harnessed her power for use in 
their mysterious i himera program. I 













































llid in the traditumal blaek biHtv>uit 

✓ 

df the ninja, >hu keeps hi> true idol* 

titv a mvstcrvi but that hadn't JtDppttl 
people fivm am>t.intly guessing is to 
fits origins. One jvpular rumor telb 
of lib birth in tlu* iity df Seirva aiul 
his appnrutneship in a secret a»r|* t»l 
a\>a>\in>, but Slut himself ha> never 
am finned i»r denied thb tale. >hu> 


.illie> at a distance, but lib taeituni 
manner anneals a warm heart. 












































AlumfiWiI is a chiU, Slunte essentially , 

* 

raise*I herself .uul her brother, They 

w 

sjvnt many years wamlertrig the coun- 1 
try of Atlia liefone settling iWn in die 
citv of Indigos. >hante fm| (tenth |ht- I 
himts in the bars an d pul* of aLIm, but 
prefers to stay near Indigos. >he works 
Junl to prwule her brother with the life 
die feels will nev er In’ hers to live. After a 
lifetime of overcoming hjnldiips.duntc 
lus ileveli»|H’il a fighting spn n* I ut w ill 
serve her well. 


































liruoj was 23 yen s old when he xs>unu\i 
leodmhtf' of I'rdki.i, 4 eolonv of Niicdel. 
Braku declared 4 war of independence 
against Niedel, ami 45 the (tattle rageii 
oft for wars, irruga became ininuMM^Iv 
depressed a! die mounting casualties on 
both stiles of the conflict The liepres^kni 
c\entuallv drove um^a to aluiulon his 
jvsition. He now lives with Ills adopted 
daughter Elena, whose parents wen killed 
in the war. 


tfRlkM cHARiiE 

He will cause mate damage to the enemy 
when he uscn lm normal attack. 


ROLLINci SAPQ.ir 

Thi- ntnlupat lore* kick will damage 
any enemy standing ton dux in{.i : ,l 
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•am 


CrRIUVAsPEclAl 


OR»qA TACKLE I 

It there \< a space Brand die enemy. Grajl This norm v 
will tickle 1 hem into the ne\i square itf confusion 


an\ enerm into.»qaie 


w 1 
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es-omm? 


DISTRACT RANti 

I Vvnascs (he range ol the enemy. 
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* 1 
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SUPER NO\ 


After chucking an mom into the n < iruga ' This brilliant (fash o< light 
patiently watts ti* them to land enemies wiilun range. 




II °m 'm-m‘ II 


EXTRACT 

('.mses an espkMon (hat will damage .iny 
enemy withinrange. 
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Diekbeck is a mechanical life form 
that was created in the Ancient 
A^e, ami sealed Jeep within the 
mysterious ruins on Vayos l>le. 
Who built this machine ami tar 
what purpose is still unknown. 
Legend has it that the Pow er Units 
used to run Ptekbeck were scat¬ 
tered throughout the world. r»r. 
V ilmer is obsessed with finding 

i 1 

Diekbeck to make him operational 


once more. 








































When the Kin*; and Queen of 

Vtillnuiu met tfieir untimeh end> 

✓ 

.it the hands of monsters, their 
only viau^hter, Sania, was aWe to 
escape to the neighboring anmtrv 

of Qnrvdttnm!. Sorted by the 

✓ # 

memon' of dut attaek* she has 

d 

vowed to a\ engc the death of her 
parents. Until that day ot reek' 
oning arrhw» she mends her free 
time hotline her mentaJ abilities 
and training in the art of war. 
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Sinu summnrMhc Dari IXMiuct*i loan- 
sunk ihc cncnrv. 
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ROB MIND 

Alkmv tfw cnctu>\ nui:w potnte lo he 
ftnvfcnai id party member* * iitim ranee 
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To skip the opening animation 
and proceed to the Title screen, 
press the START button. The 
Title screen will display three 
available options: New Game, 
4t ontinue, and Corner!. 


If there is no save data present 
on the meniorv card, or to start 
the game over from the begin¬ 
ning. select Sew Game . Press 
the * button. The game will 
start from the beginning. 


Continue 


To continue playing a previ¬ 
ous!) saved game, choose Con¬ 
tinue. Press the * button. The 
Load screen will be displayed 
Only three save files can be dis¬ 
played on the screen at a time. 
Move the cursor up or down to 
display additional save files. 


To help differentiate between 
save files, each sa\e file will list 
the game time and save loca- 

c 

tion. To load the game, move 
die cursor to select the desired 
file. Press the * button. The 
game will be loaded. 

Please do not remove the 
memory canI during a save or 
a load. 
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Convert 


Use the Convert option to import 
Arc I save data into Arc II. 
Converting save data \v ill unlock 
special events that ire OM) 
availabie w hen save data is con¬ 
verted. 


Note: In order to convert a save 
file, the file has to he at the end 
of Are /. 


To convert the data, select Con¬ 
vert Press the * button. The 
Convert screen will he dis¬ 
played. Next, move the cursor 
to select a file to convert. Press 
the * button. The save tile will 
he converted, and the game w ill 
start. 


Note: Arc II requires 2 free 
blocks to save the game. Before 
converting data, make sure that 
there is enough room on the 
memory card to save the game. 
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An empty memory card can 
store up to seven individual 
save files. Dual memory card 
support allow s the game to rec¬ 
ognize two different memory 
cards (one in MEMORY CARD 
slot 1 and one in MEMORY 
CARD slot 2). Use the LI or 
R! buttons to switch between 
memory cards when loading or 
saving a game. 














































«m> LiJ 1 is divided into 
tluec main areas: Events, Maps, 
and Battles, When leaving 
towns or other areas, the Map 
screen will be displayed l ! sc 
this screen to select new areas 
to explore, or to return to previ¬ 
ous areas. 


Once the Map screen is dis¬ 
placed the current location of 
the character will be displayed. 
Move the character to another 
area by means of the di rational 

buttons To enter this ai ea, press 
the x button. To coni inn this 
decision, select >* s. Itc char¬ 


Liter in tlie game, when Lie gets 

eontml of his airship, lie w ill then 
be allowed to elmose which con- 
1 1 nenl h > expkn c HieWt>rld Map 

will display lire continents that 

Ek is allow ed to visit Move tlx* 

cursor to select winch continent 
to explore. IVcss tlx* x button. 


On the Map screen, press the o 
button to access the Game menu, 
or use the SELECT button to 
access the Option screen. 



acter will then enter that area. 
To cancel and stay on the Map 

screen, select Ate. 



able as the game progresses, so 
make it a habit to search the entire 
map for new areas. 


The airsl ip will then travel to 
that kvation. After arriving. the 
Map screen will once again be 
displayed, from the Map screen, 
choose which area to enter. 
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The way to save a game is by 
writing in journal books located 
at Inns and other various loca¬ 
tions. 


C To save the game, press the 
x button when the character is 
I standing in front of the journal. 
I The Kx>k will open aixl a con- 
§ fimiation message will be dis¬ 
played. fo confirm the decision 
to sa\ e tlx* game, select Yes . Hie 
I save screen w ill be displayed. To 
I cancel and return to the game. 
I select .Vo. 
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Once the Save screen is dis- 
played. use tlx* cursor to select 
a data slot in which to save the 
game. To access other save files. 

move the cursor up or daw n to 
display additional stive files, or 
use the L1 or RI buttons to switch 
betw een memory cards. 


Note: Don’t always save over the 
same save slot. Make it a habit 
to save in other save slots. This 
will make it easier to go back ti > 
a previous!\ saved location in the 
game. 


Sm 


Card I 




To save the game, simply press 
the x button. The game will 
automatically be saved 

CAin ln\ Before pressing the 

x button to save the game, 

make sure that it is okay to save 

in that save slot. Once the 

x button is pressed to save 

the game, the game will be 

immediately saved in that data 

0 

tile—there will be no confir¬ 
mation w indow (i.c. a yes or no 
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To access the Game menu, press 
the o button. The actual game 
time will be displayed above the 
Game menu. Note that the game 
timer will be paused when the 
menu is loaded. The Game menu 
display s the following options: 
Hems. Equip. Status Monsters. 
Restart, and Options. 

11 the game is left on this screen, 
a screen vner will automatically 
dim the screen ai ter a brief period 
of time has passed Press any 
button to exit the dimmed mode. 
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Item management. All of the 
characters share a o minion in\ en* 
tors in which their items will be 

m 

stored. The Item menu has two 


Item Window 


When items cannot be used or 
dropped, their option will be 
grayed oul 

fo change the appearance of the 

Item menu, press the LI or R1 
button. 


Displays all of the items in the char¬ 
acters ’ inventory. 

0 

\t\ Rem Name ] 

1 hsplays the name of the item. 

3 1 Item Descrip tion J 

The description on the left shows 
what effect the item will have when 
it is used or thrown during combat. 
The description on the rigid shows 
what effect, if any. the item will have 
when it Lv equipped to a character. 




Items (continued) 


4 Attribute j 

Indicates whether on item has anv 

/ 

I special attributes. Items may ha\e 
the following attributes Earth. Fire, 
Light. Dari. Wind, or Winer. Note: 

, Some items w ill not have attributes. 

5 Item Inti ] 

The left number displays the item’s 
current level. The right number di ¬ 
plays the maximum level the item 
can reach w hen it's equipped. 

6 ATK/Pff 1 

Display s the attack (AIK » or defense 
(DEFi points tlie diameter will gain 
by equipping the item The left 
number displays the item’s current 
level. The right number displays the 
maximum level the item can reach 
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1 Uifaij; Items j 

To use an item, move the cursor 
to select an item, then press the 

* button. The Character w indow 
will then be displayed. Move the 
cursor to select w hich character 
will use the item. Press the * 
button. Tlie character will then 
use the item. 



lb drop an item from the charac¬ 
ters* inventory, move the cursor 

m 

to select an item Once an item 
has been selected, press the o 
button. To coni inn the decision 
to drop the item, chaise Drop. 
Press the * button. The item 
will be dropped. I’o keep the 
item, select Cancel Press the * 
button. The item w ill not be dis- 
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After selecting fcquip from the 
Game menu, the Character screen 
will be displayed Next, move 
the cursor to select a character. 


\t. move the cursor in the 
Item window to select an item 


* . Mil I* 

w m 


0 li 


► I life trff N-t 
I lir Sal 

- *•! » *rr 4 
" m O* Aff* 

* Wa|« Apr r 

• M4 t <Aff4r 





I Remove J 


When the Equip screen is dis¬ 
played it is easy to remove items 


When highlighting dit* that are equipped to a character 


to equip. w nen mgnugming uu 
ferent items, pay attention to the 


by simply pressing the o button. 


Press the * button. The Equip 
screen will be displayed. 

Move the cursor up or down 
to select what piece of equip¬ 
ment that character will equip or 
change. Press the * button. The 
cursor will be placed in the Item 
window. 




character’s stats. The effect that 
the item will have will be dis¬ 
played. Red arrow s pointing up 
indicate a good change. Blue 
arrows pointing down indicate a 
bad change. 

Alter choosing an item, press 
the * button. I he item will be 
equipped to the character. 


The item will be removed from 
the character .md placed hack 
into the characters* inventory. 


I ^any members can be sorted by 
one of the following seven param¬ 
eters: Number (default setting 

1.mi ()flense. Defense. Magic. 
Ugility. and Name 

To arrange the party members, 
press the STAR! button when 
the Character screen is display ed 
Next, move the cursor to select a 
group. Press the * button. The 
chaiacfcR will be sorted by that 
Bgroup. Note: Party members are 
sorted the same way lor Equip, 
Status, and MonMeis options, 
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After choosing a character, 
press the * button. The Char¬ 
acter Status screen (the middle 
screen shot) will be displayed. 
Pressing up on the directional 
button will display the Char¬ 
acter Abnormal Status screen 
(the top screen shot). Pressing 
down on the directional but¬ 
tons will display the Character 
Abilities screen (the bottom 

screen shot). These three status 
screens will l x described on 
the following pages. 

r - r—-I 


















































Status—Character Status Screen 
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1 Char acter Data _ 

Display s an image of the character, 
the character's name, and their cur¬ 
rent level. 

2 Attribute _ 

Shows which attribute the charac¬ 
ter possesses Ilf am >. Dark. I i i 
Fire. Light, Water, or Wind. 

3 Exg_ 

Experience points. Displays the 
current number of experience points 
the character has received. 



* Nxt_ 

Next Displas s ilk* number of experi¬ 
ence points the character must receive 
before thev will reach the next level. 

m 

5 HP_ 

Hit points. Cunent/maximum number 

of hit points. When the character's HP 

reaches zero, thev will be removed 

* 

from the battlefield. 

• MP_ 

Magic points. Current maximum 
number of magic points When 
their IIP reaches /en>. they will be 
unable to use an\ of their abilities. 



A list of the weapon types that can 
he equipped to the character w ill be 
displayed. Bekiw each weapon w ill 
be a power bar. When the power bar 
becomes full, it will gain a level. 
The weapon's current level will he 
displayed at the end of the power 
bar. The stars at the end of the bar 
graphically represent the weapons 
level. Each small star represents two 

levels. Each big star represents fifteen 
levels. 



Increases attack strength. Some char¬ 
acters have magic abilities that will 
increase tbdr charge value The 
cunent/maximum value of the charge 
will be displayed. The charge attack 
iv good lor only aagremiJol combat 
After the character attacks. the value 
w ill reset to zero (01 




Displays what items are currently 
equipped to the cluracter. 


Stitus CJurr ter Ntjtu> Screen (unttiniad) 


5 1 _ NalSlcffl 

After receiving Nol\ Crystal, even 

I time an enemy is destroyed. the player 
will receive N«>1 skill points. These 
points can later be used to upgrade 
monsters with MotherCkiircshelo. 


Weal ill 


The amount of Goz (money| collected. 

[7 _ Status 

On the character stats, the number 
on the left shows their level without 
equipped items. The number on the 
light displays the value that items or 
tnagic abilities will add to their level. 


j Attack 

29+ li 

2 Defense 

29+ 1 i 

3 

20 + 0 

4 Ability 

lf+ 2 

5 Throw 

2+0 

6 Counter 

2 + 0 

7 fc"** 

4+0 

g Cm 

2 + 0 

9 h*mp 

2+0 


i Attack _ 

The character N attack power. As 
their attack power increases, so will 


® caunfer 




2 Defense 


The character’s defensive power. As 
the character's defense continues to 
mcreu^' they will receive less damage * 

from enemy attach. 


Lnaracters ability to counterattack. 
^ hen the character s countcrattack 
level reachgi two (2). the character 
can counterattack from all directions 
Character w ill inflict more damage as 
their counterattac k lex el increases. 



Character’s magic ability. Their 
magic abilities will become more 
effective as this value increases 



The higher the value, the sooner 
the character will be allowed to 
move during combat 


The distance a character can move 
during combat. The higher the 
value, the greater the distance 
they*( be able to move. 

• Catch_ 

The character’s ability to catch 
items As this ability increases, the 
character will be able to catch the 
item and threw it hack 


* T hrow _ 

The character's ability to threw items. 
As their threw level increases, the 
range and the effectiveness of the 
threw w ill he increased. 


The character’s ability to jump over 
obstacles on the btedefield. As the 
value increases, the character will he 
able to jump over obstacles. 








1 1 du racter Stat us Btr 

Display^ information regarding the 
character. 

2 Abnormal Status 

Display s any abnormal status that is 
Meeting the character The middle 
of the screen will display a bnet 
description .i~*out the abnoniulity. 
The bottom part of the screen will 
display, in the form ol icons. whet 
is alia ting the character. To switch 
between the different icons, use the 
LI or RI buttons. 


3 Pre view Abnor malities I 

Press and hold down the * button to 
preview all of the statuses that can 
altcci a character Use the U or Rl 
buttons to switch between the other 
icons A brief description ot these 
statuses w ill he listed in the middle ot 

the screen. 



Status— character Abilities Screen (continued) 
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c lurjifcr M’iittics Screen 


I: Character Staton f ar 

Displays informal ion regarding the 

character. 


2 Me morized Ab ilities 

Displays which abilities have been 
programmed to the 12 and R2 but¬ 
tons. An 1.2 or R2 icon along w ith 
the memorized level tl. 2. or j) 
will he displayed to the left of the 
labilitY's name. 

m 

1 3 Abilities ] 

A list of all of the abilities that the 
character has learned. 


4 Attribute j 

Shows which attribute, if any. the 

0 

ability possesses: Dark, Larth. hire. 
Light. Water, or Wind. 


5 a Level 1 

Displays the level of the abilities 
Some ot (lie characters’ abilities 
can have up to three different 
levels. The number of magic points 
required to use these abilities will 
be displayed below the level. 
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The appearance of the Character 
screen can be changed h\ ptvss- 
ing either the LI orRI button. 
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In order to get monsters to 


join your puny, sou must nave 
Lteza's Ravish spell. This 
will allow her to successfully 
tame monster if her level is 
the same or higher than the 
monster's—so that they can 
join the party. 


Monsters 
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To tame a monster, simply 
move Lie/a next to the monster 
during combat Next, chin)sc 
Ra\ish from the Ability menu. 
Press the * button. Lie/a will 
then try to tame that monster. 
It she is successful, the Name 
Entry screen w ill appear. After 
choosing a name for the mon¬ 
ster, or to leave the name the 
same, choose OK. Press the 
* button. The monster will be 
added to the party. 

Note: There an' some monsters 
that tannot he tamed. 

&■> *mst&sss& 


L Naming . 

Rename monsters. To rename a 
monster, press the * button. The 
Name Entry screen will be dis¬ 
played. 

Next, move the cursor to select 
a letter or number. Press the 
x button. The letter or number 
will then be placed in the Name 
window. ( ontinue selecting let¬ 
ters or numbers until the monster 
is renamed. Then choose OK. 
and press the * button. The mon¬ 
ster will be renamed. Note: A 
monster's name must tit within 
the brackets. If it doesn’t then 
that name cannot be used. 



Remove monsters. During tlte 
course of the game, it may be 
necessary to release some of die 
monsters dial have been tamed. 
This will allow more powerful 
monsters to be lamed and added 
to the Monster window. 

To release a monster, press the o 
button. To confirm the decision 
to release the monster, select Yes. 
I^ns die x s union. The monster 
will be released, I'ocancel, select 
So Note: Some monsters cannot 
be released. 
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The following settings can be 
■ changed. 

Vibrati on 

Tunis on or oil die vibration for the 
PI ALSHtX’K® analog controller. 

Sound 1 

Determines how the sound is heard. 
Choose either Stereo or Mono 



■The speed at which text is display ed. 
Choose either Slow, Med (medium), 
or Fast. 


Ovtii 



The speed at which the character's 
suits are displayed when gaming 
levels. Choose either Slow. Med 
(medium), or Fast 


I_ Movement _I 

The speed at w hich the characters 
move on the screen. Choose either 
Med (medium), or Fast 

( _ | 

Select whether or not background 
music will be played. There are 
two options: On or Off. 


[ Sound effect* ] 

Turn on or oft sound effects. If the 
option is set to On. then there w ill 
be sound effects. If it is set to Off. 
then there will he no sound effects. 


( Battle voice* 1 

Select whether or not character 
voices arc played during battles. 
There are tw ptions: On or Off. 


Confirm finLdi 


T7““~V II mis option is set to 

_ 1 On. a confirmation 

box will appear when 
—=■—L ending the charac¬ 

ters turn. If it is set t o Off, then no 
confirmation box will tv displayed. 

SUtw bar 

If thh option is set to On. the Char- 
;>cIct's Status bar will be displayed 
during combat. If it is set to Off. the 
status bar will mu Iv disnlaved. 


[ Window color ] 


Change the color for text and me nu 
boxes. There are nine different 
colors to chixise from. 



Change the opacity of the text and 
menu boxes. If this option is set to 
On. then the boxes will be trans¬ 
lucent If it is set to Off. then the 
boxes will be opaque. 
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Reset puzzles. There are some 
pu//les during the course d tlx* 
game thuit have to be completed 
before the party will lx* allowed 
to mo\c tt>rv\ ard. If a mistake 
is made, choose Restart from the 
Game menu. To confirm tlx* 
decision to start the puzzle over, 
select Yes. Press tlx* * button 
Tlx* puzzle will be reset To 
cancel and return to the game, 
select No. 


Note: Tlx* Restart option will 
only be available w lx*n tlx*re are 
puzzles to solve. 
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Tlx* Battle menu is simitar to the 
regular Game menu, exec A tlx* 
following option will be avail¬ 
able: Abilities 


As a character’s level increases, 
new abilities will be learned for 
use during combat. 


To view a character’s abilities 
during combat, press the o 
button The Battle menu will 
be display ed. Next, select 
Abilities trom the menu. The 
character’s abilities will be dis¬ 
played. To jump directly to the 

Abilities set ecu. simply press 

the o button. 



fifif 


* 


The character s abilities will he listed 
on the left and each ability’s level 

i 

will be listed on the nght. 

When selecting a character's aNIity, 
the ability V range w ill he displayed 
in red. To increase the effective range 
of an ability move live directional but 
Inns to the nght or the left to increase 
or decrease the ability's level. 

ytemembn: The diameter van <»tt\ 

m 

Use the nbtlitx on those that an sum, I 

* 

l/i c in the trd area. 


Two ot the character’s abilities tan 
he pn>gramnx\J to the IJ or R2 but¬ 
tons, To program an ability to one 
of these buttons, lirst move (he cursor 
to select the ability. Second, choose 

f 

the ability's level In using the left 
or nght directional buttons. Pinullv. 
press eiffxT the U or R2 button. The 
ability will then he set to that button 

To rearrange a character s abilities in 
tlx* ANIitics w irxhxv. presN either ilv 
LI or R1 button to highlight the aNI¬ 
ity Mi ive tlx* cursor to tlx* new posi¬ 
tion. Press the LI orRI button. The 
ability will ilx*n he nxived to that 
location. 


[ _ Name 

name of tlx* selected ability. 



4 Attribute j 

Shows which attribute, if any, the 
ability possesses: Dark. Earth. Fire, 
Light. Water, or Wind. 

tjT Mjftfc faints (M PM 

Displays the required amount of MP 
to execute the ability (listed ihi the 
left), aixl the ch.ir.xter’s cunent MP 
(listed on the nght). There are three 
colors that can he displayed in the 
status Kir; light green line (amount ot 
Ml* tlx character has left), transpar¬ 
ent line (how mans magic points the 
selected magic will use), and a red 
line (amount of MP tlx* character luo 
already used). 

(T) Levd 1 

I )isplays ilie ability s current level. 


A dc sen pi ion ot the selected aNIity. 














I p to five characters arc allowed 
to tight during battles; therefore, 
before a Kittle begins, a Kittle 
part) must be set up. When 
tlte Character screen is displayed 
move the cursor to select a char¬ 
acter. Press the * button. The 


On the Battle screen, all of the 
characters and enemies for the 
Kittle will be displayed. Ib scroll 
around the screen, tap down both 
the L1 and R1 buttons at the same 
time. A cursor will then appear. 
Now, use the directional buttons 


When the entire Kittle party is 
killed, the battle will start over 

from the beginning However, 
there is a penalty for getting the 
party killed: they will lose half 
of their wealth, along with any 
items used during the battle. 


character will then be placed in 
the top w indow. Continue select¬ 
ing characters until the battle 
party is set up. Then press the 
Start button to begin the battle. 
To remove a character from the 
battle part\. press the A button. 



to move around the screen. To 
move faster, hold down the LI or 
RI button. To return to the cKir- 
acter, press the A button. 

When the cursor is moved to an 
enemy or character, their stats 
will be displayed. 


On the brighter side, characters 
will keep the experience points 
they received before tltcv were 

w * 

killed. This allows the characters 
to continue to increase i! »eir lev els 
no matter how manv limes a 
battle has to be replayed I hey' II 
be bull *n broke. 
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Even time a character fights 
during combat they will gain 
levels. As they gain levels, their 
stats will improve. The changes 
to the character's stats w ill be dis¬ 
played above tlte character. I lea* 
is a brief description of the fob 
^ low ing abbreviations. 


HP 


JMP 


Attack. Displays the increase to the Jump. Dittos the increase to the 
character 's attack power. charaLier’s jump lev el. 


OEF 


MOV 


Defense DtspLivs the increase to the Movement (Range). Displays the 
character's defensive power. increase tn the character's ranee 


JBBB n I Jil I \ 1 * 

Magic ability Displays the increase 
m the character's magic abilities 

Aft _ 

Agility. Display s the increase to the 
character s agility. 

ajfj jm i f 

Throw. Displays the increase is the 
character's ability to throw Hems. 


CAT 


MAG + LV _ 

Tlte character's magical ability has 
gained a new' level 

(ICO N) + LV _ 

An item that the character has 
equipped lias gained a level. 

NE W MAG _ 

The character has gained a new mag¬ 
ical ability. 

SPEC 


Hit points. Displays the increase in i tch. I)i 
the character's hit points. character's 


s the increase m the Special effect, 
tv to catch items. 


MP 

Magic |snnts Display s the increase 
to the character's magic points 


con _ 

CcHinter. Displays the increase in the 
character's ability to counterattack. 
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When visiting a new tow n or vil- Bans and pubs are among the ivst 
lace, make it a habit to visit the places to dig up information. If 
local inn. Here it is possible to Ek becomes stuck in his quest, 
rest (fora small fee), and to save it might be time to visit one of 
die game. When the character the local pubs. It's always amaz- 
sleeps they will recover their Hi’ ing what people will say once 
and Mil Also, make sure to save they've got a few pints in their 
the game by using the journal. gut. 




When arriving in a new town, 
don't forget to search tor the 
follow ing shops: Hunters* (iuild. 
Weapon and Item Shops. Com¬ 
bine Shop, and Smith Skip. 


Remember to visit Mother Claire 

to change a monster’s class, sell 
monsters, or allow the characters 
to gain special abilities. Also, 
visit Vilmer’s Lab so that Diek- 
beck's experience points can be 
given to other p,irtv members. 
These shops are described on the 
follow ing pages. 



The Hunters’ Guild is die perfect 
■place to go to get jobs, view 


wanted posters, and chat with 
fellow Hunters. In each guild 


there w ill be a clerk that is located 
behind the counter. Talk with 
him. and he will display the fol¬ 
low ing five options: Accept job. 
Present jobs. Former jobs. (Jet 


bound and Exit. 

m 


ote: Options that are written in 
a\ cannot he selected. 



To take on a job. select Accept After choosing a job, press the 
job from the Guild menu. Press * button. A brief description of 
the * button. In the middle tfie job will then be displayed, 
of the screen, a job list will To accept the job, select Yes 

be displayed. The box at the prcss lhe * bulU)n Thc P an .V 
bottom of the screen will dis- accept the job. To cancel, 

play the follow ing information: ^ 0 

Reward (amount of monev the lf . . . L . . 

. , . w . * II more jobs are available, the 

job pays), and Merits (amount c|efk wH| ask jf nml 

of guild points awarded when mother job. To get another 
the job is complete). job, select Jes, To cancel and 

return to the menu, select So. 
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Preient jab 


1 )ispla\ information about a cur¬ 
rent job. After selecting hr sent 
jobs from the menu, the job list 
will be displayed To \ few infor¬ 
mation about the job, prevs the 
* button. The job's information 
will then be displayed, along 
with the rcward amount and the 
number of merits that will be 
awarded if the job is success¬ 
fully completed. To keep the job. 
select es. Press the * button. 


To confirm the decision to cancel 
the job, select Yes Ptvsn the * 
button. Tlte job will be removed 
and listed as failed on the former 
jobs screen. To cancel and keep 
the job. select So Press the 
* button. The job will remain 
active until it is finished, either 
by the party or another Hunter. 


The Guild menu will be dis¬ 
played . lb cance 1 the job, sc led 
No. 
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tout 


Displays the job’s final outcome. 
1b re\ icw a job. select Former 
jobs from tlte menu. A list of 
jobs w ill be displayed. To mad 
about a job s outcome, move the 
cursor to select the job. Next, 
press the * button to read about 
the outcome. Pm vs the o or o 
bution to mad the original job 
description. To cancel and return 
to the menu, press the * button. 


(n Wat) 


*<cy*t 4 lVW | 

M* 

1 

MaaMrri 

# 

Invl 


Merit* 

( 


*"¥► To 


- ii 




WrJtJt <tlf4£ 
Merit* 


(jet bounty ~j 

■To receive payment for a com¬ 
pleted job or for capturing a 
wanted monster, select Get 
bounty. Press the * button. In 
die middle box the following 
Information will be displayed: 
Jobs (number completed), Mon¬ 
sters i manlier captm ed i Rew ard 
(money owed to the party). and 
Merits (guild points that will be 
awarded). In the bottom box. 


mu iti i; 

aw arded) 
the pany 

Yf.it-it,- i. 


the panvs curmm Wealth and 
x lerits w ill be displayed. To col¬ 
lect the reward, select Yes. Press 
the * button. The reward will be 
given to the piirty. To cancel and 
return to the menu, select .Vo 


Hunters’(hliU (continual) 
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Wanted Posters 


Also. 


wanted posters. To check out 
wanted monsters, walk up to 
the poster wall and press the x 
Hitlon. i lie wanted posters will 
be displayed. Move the cursor 
to select a monster Press the x 
button. The poster will display 

the follow ing information: Name 
(Monster’s name). Class (type 
of monster). Reward (amount of 
money offered tor its capture). 
Sighted i its last known location), 
and Special (its special ability). 
Press the * button to exit. 


Note: If you encounter a w anted 
monster w ithout first reading his 
wanted poster in the Hunters’ 
Guild, you w ill NOT get paid for 
getting that monster. Read all the 
posters in each new Guild as a 
matter of habit. 











Hit I unf 



When traveling to the many dif¬ 
ferent villages, be sure to stop by 
and check out the local shops. 
These places lean ire items, wcap 
on\ and armor. Make it a habit 
lo upgrade the characters’ weap* 
ons and armor. The stronger tl>e 
chtracters are, the easier it will 
be lo survive the many battles 
they will have to fight. Also, 
don't forget the important healing 
items: they are priceless. There 
are three available options: Buy. 
Sell, and Exit. 
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Screen 




1 WmMi 1 

Displays the amount of Go/ (money i 
tkit the part) lias collected 

2 ftkt 1 

Display s the amount of Go/ required 
to purchase tlie selected item 

3 towWbwW 1 

Lists allot the weapons, armor, and 
items that are for sale. 


♦ 


Amount 


Tlie number of items to purchase To 
change how mans of the same type 
of items to purchase, use the left or 
right directional buttons. Note: This 
option is only available when pur¬ 
chasing consumable items. 

5 1 totu i n | 

Displays the am* Hint ol spacer 
remaining in the characters’ inved- 
tory. Note: This option is only avail¬ 
able w hen purchasing items. 



Screen (continued > 


□ 


Character Window 


splay s w huh characters can equip 
weapons or armor. I! the character 
is higlitighted. liven ilsc weapon or 
armor is better than the one they have 
equipped. If they are not highlighted 
-it’s usually best not to purchase the 
item Note: Die Character Window is 
only shown when purchasing weap¬ 
ons or armor. 


9 tow level 1 

The left number displays the item’s 
current level The right number dis¬ 
plays the maximum level the item 
can reach. 


- 


I tfj ATK/P E F | 

Display n the attack 1ATKI tv defense 
(Di F) points tlx* character will gain 
h> equipping tlx item IV left 



[7 Item Na m* ] 

Display s the name of the item. 

o wcmvacn pxwn 

The description on the left slums 


r i effect the item w ill have when it 
row not used during combat, The 
option on the right shows what 

happen w hen it is equipped. 


number displays the item's current 
level The nght number displays the 
maximum value the item can reach. 
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Purchase goods. Alter selecting 
Buy from the menu, the Shop 
screen w ill be displayed. Move 
the cursor up or down to view 
what is a\ailahle for purchase. If 
an item is teing purchased, use 
the left or right directional but¬ 
tons to choose how many to buy 
Once a decision has been made, 
push the * button, lb confirm 
the purchase, select Yes. Press 
the * button. The item will be 
purchased. To cancel, select No. 
Press the * button The item will 
m>t be purchased. 

1 enrv) I I 


When purchasing a weapon o: a 
piece ol armor, the Kquip option 
will also be displayed. To go 
ahead and equip the item, select 
Equip . Press die * button. The 
Character w indow will be dis¬ 
played. After selecting a char¬ 
acter. press the * button. The 
character’s equip window will he 
displayed 

There arc tw o boxes at the bottom 
of this screen. The top box dis- 
plays the new equipment, while 
the bottom box displays the char¬ 
acter s currently equipped item. 


If possible, move the cursor to 
choose w here to equip the item. 
Press the * button to purchase 
and equip the item Press the A 
button to cancel the purchase. 

After the item is equipped, it s 
possible to get rid of the charac¬ 
ter’s old equipment. To trade the 
character's old equipment, select 
)es Press the * button. The 
equipment will be sold back to 
lire shopkeeper To cancel the 
trade, select So. 
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Sell goods. To sell weapons, 
annor. or items, select Sell horn 
Uk* menu, Pre^ the * button. 
The characters‘ inventory will be 
displayed Next, move the cursor 
to select an item to sell. Press 
tlie * button. To confirm the sale, 
■elect Yes . The item w ill be at lid 

To caned, select So. The item 
wiO not he sold. 

Remember, goods will be sold 
back at half their original put- 
chase price. 

pole: Some items cannot be 

Id. 
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Far a small fee. Item Smiths 
have the ability to increase the 
levels for weapons, amior. and 
iiemv The Item Smith in Plrodias 
will display three default options 
Judge Item. Raise Item Level, 
and Exit. 


Hie Item Smith in Brakia will 
display the following four default 
options: Judge Item. Raise I tem 
Level. Add Item Effect, and 
Exit 
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Judge Item 

Describes an item. To view a 
description of an item, and to 
judge whether or not to upgrade 
the weapon, select judge Item 
from the menu. The Item window 
w ill be displayed. Relow the item 
window will be a brief explana¬ 
tion of the item. Move the cursor 
to the different items to \ iew their 
descriptions. To return to the 
menu, press the * button. 
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Rais e Item Level 

Increases the item's level. I 


raiMj an item s level, select noise 
Item Uvel boot the menu. Press 
die * button. Next, move the 
cursor to select an item that is 
highlighted. Press the • button 
To confirm the decision, select 
Yes. The item's level will be 
increased. To cancel, solect So 


Note: The cost to raise the item’s 
level will be displayed Mow the 
party’s current wealth. 


some time—a lot 
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Add Item Effect 




Equip an ellect to an item. For the 
right price, the Smith will enable 
die item to have a special attri- 
te (e.g. recovering a charac¬ 
ter’s HP .it the leginning of their 

m. or increasing the amt mm 
of HP when die character levels 
up. etc.). Once an item hits a 
iaJ attribute, thev can then 

w 

be equipped to a character 
improve their stats. 

After selecting dtis option the 
Item screen w ill be display ed. 



\! >vc the cursor to select which 
item to Upgrade. Press the * 
button. Next, a list of special attri¬ 
butes will be displayed Move 
the cursor to select which attri¬ 
bute will be given to the item. 
Press the * button. To confirm 
the decision, select In llie attri¬ 
bute will be given to the item. To 
cancel, select .Vo, 


\i >te: The cost to add an effect to 
an item will he displayed below 
the party’s current wealth. 


Raise Max Level 

Increases the maximum level for 
the item to ereater than its stan- 


the item to greater than its stan- 
dard setting. 

Raise Item Level 

Increases the potency of the 
effects dial ha\ e been aikled to an 


item. 


Personalize 


ons. Also makes it so that only 
the selected character can equip 
the item. However, in a cruel 
tw ist of fate, anyone can throw it 
in battle. 

J£: 


























The C ombine shop has three 
options: F.xplain (details the pn > 
cew to combine items h Com¬ 
bine (displays the Judge Item 
and Combine op(it>ns). and i ; .xit 
(exits the menul The Combine 
options, Juduc Item and t om- 
bine. arc described to the right. 



Judgthem 

I Vscribes an item. To view a 
iescription ot an item, and to 
judge whether or not to upgrade 
the weapon, select Judge llem 
from the menu. The Item window 
will be displayed. Below the 
item window is a brief expla¬ 
nation of the item. Move the 
cursor to the different items to 
view their description. To return 
to the menu, press the * button. 


Com bin e 1 

Combines two or more items to 
form a new item. A list of spe¬ 
cial items w ill be displayed in the 
Item window. Below the Item 
window is drc C ombine window 
The Combine window displays 
the items that are needed to pro¬ 
duce the new' item. 

Note: Items that are in the char¬ 
acters* inventory will be high 
lighted, missing items will he 
grayed out. 
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To combine the items, press the 
x button. The items will then be 
combined to produce a new item. 
This item will tv placed in the 
characters* inventory. 
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Combine (cmMmmd) 

It more ih.m one of the same type 
of item exists, it is possible to 
choose which item will lv used 
in the combining process. 


To change which item will he 
used in the combining prtv’css, 
move liie cursor to select (lie 
item. Press the x button. A list 
of items will be displayed. Move 
the cursor to select which item 
to use Press the x button. This 
item will then be used. 
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If all of the items arc in the inven¬ 
tory. Press the x button. Tlie 
cursor will then be moved to the 


11 (lie items arc not in the charac¬ 
ters’ inventory, tlien the conibin- 

0 

ing process cannot take place. 






























Mother Claire. v\ho is hiding in 
Fortes, has sfieeial powers that 
will benefit not only party mem¬ 
bers, but monsters that have been 
captured. Her menu has the fol¬ 
lowing options: Class Change. 
Add Ability. Sell Monster and 



1 lianges a monster> class. Al ter If a monster is allowed tc> change 
selecting this option, press the its class, the available monsters 
x button. Next, the Monster will be highlighted. Move the 
window will be displayed. Move cursor to select a monstet Press 
the cursor to select a monster, the * button. 

Press the * button. A list of 
classes will be displayed. 


84 / ^iuzrClnQre 


In order to change a monster’s 
class, it must be at a certain level 
(displayed next to the monster’s 
stats) and there must be enough 
Nol skill to pay for the transfor¬ 
mation. 
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Give a character or monster spe¬ 
cial abilities. When the party 
member has reached a certain 
level, they will fie able to add 
special abilities to their Abilities 
menu. To give a party member 
a sjxx ial ability, select Add Abil¬ 
ity from the menu. Press the 
* button. Next, the Character 
window will be displayed. Move 
the cursor to select a party 

member. Press the * button. 


A list of abilities will be dis¬ 
placed. Press the « button. The 

cursor will move to the Ability 

0 

window. Now. move the cursor 
to select an abilitv Press the 

m 

x button. The ability will be 


rmm mis screen, to remove a 
special ability from a character 
press the o button. 

Note Some characters and mon¬ 
ster s .u e able to equip more than 
one abilitv. 
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Sell captured monsters for cash. 
To sell a monster, select Sell 
Monster . and press the x button. 
The Monster w indow will be dis¬ 
played. Mi *v e the cursor to select 
a monster to sell. Press the x 
button. To sell the monster, select 
fes. Press the x button. The 
monster will be sold. To cancel, 
select So. Press th. • button. 
The monster will not be sold. 




























Give Dick\ experience points to 
party members. Since Dick is 
a machine and unable to gain 
levels, use the Divide machine 

(located at Vi liner's l .ah, on Yagos 
Isle) to give his experience points 
to others. 

It Dielk is in lire party, then move 
to the Div ide machine. Press the 
* button. Two opt ions w ill be < is- 
played: Divide EXP (give expe¬ 
rience points to party members) 
and Exit (exits the menu). 


OfvideEXP 

(ogive experience points to party Use the left or right directional 
members, select Divide HOP buttons to move the red cursor 
from the menu. Press the * left or right Use the up or down 
button. I lie Character window directional buttons to increase or 
will be displayed. Next, use the decrease the amount of experi- 
cursor to select a part) member, once points to give. After decid 
Press the * button. ing on a value, press the * button. 

To confirm the decision, choose 
The top window displays Dick- fts. Press the * xitton. Ihose 
beck’s experience points, and the experience points w ill be given 
bottom window will display die to the party member. To cancel, 
party member’s information. select No. 





To continue to give experience 
points to the other [xirty mem¬ 
bers. select Yes. Press the * 


button. The ('hai acter w indovv 


will he displayed, allowingother 
characters to he selected. To 
cancel, select .Vo. 


Note: The LI or Rl buttons can 
be used to change characters. 
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During a bailie, the charadei 
can be in the following statuses 
CkxxJ, Su>ne. Paralysis, Poison. 
Sleep. Darkness, Silent. Contu¬ 
sion, and Hemo-ji. These condi¬ 
tions are described below. 




The character will 
be unable to doom* 

m 

thing until they are 

healed 


S 


'Hie character will 
be unable to do 
anything until they 
are healed. 


Poison 




nt 


The character will 
be weakened, and 

will slowly lose HP 

0 

at the beeinning of 
their turn. 


P 


. 
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Darkness 


6 The character will be 
in a mental fog and 
their attack power 
will tx* reduced. 


Silent 




4.4 


The character has 
been silenced and will 
he unable to use am 

m 

of their abilities. 


Confus io n 

g The character will 
go insane and may 
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Character status 

Stop ]s 

n 

When a character 

is normal. "" " " 

. The character wiD 

incomes a Henxvji. 

JLMJg: jr 

he unable to do any* 

they will lose their 

0 

to* 

w 

tiling until they are 
healed or attacked. 


strength and the use 
of their abilities. 




*r r 



















et 
ic k 


* Mi isc* characters on the hitch 

* Moses free cwvr on tie Balk Screen 

* Moses t urvir on menu items and holes tlui 
requite a response 


* Opens itr Opn*ts Htera 


r 

START Button 

* Cmhrrm the sei up o( the Buttle puis 

* Ojvns the Vm menu on the efcv >tet and *nn 
lists 

* Changes vi huh vtunctal will OMnl the gunr 
Waver 1 iv Wiser 1 


1 

o Button 

— 

A Opens the (ijovRuie menu j 


* Button 

* Ki iunn to the pm i< *o% xtivn diving menus 

* 1 uh a char tier 's turn dunn g cunfat 


[ o Button 

* IHspbystocehuaevr'% ahtltiics during unfal 


* LiuNes I 

he use of the Left and Right \iuk*e ! 

1 SlieL aft 

J the IJ .wd R3 batons 


llffll Buttons 


L2fl2 Buttons 


* Geitinns menu cumnuitkls 

* bwuies unscrMU*n nith ivsnspci’ple 

* AiUkls enemies i si the KitildiekJ 


* Press iic I 1 ,1 <1KI Kittins umulunewush to 
Atn ale (he (fee cursor during cental 

* When ihe fut curve is actne. uh* either the 
LI« Rl Kuun to speed up the cunor. 

* When pressing do»n either the LI or Rl 
hMM. use the dmmuul hunom |p danp 
the *iy a ctirxler is tang mthiui mm mg 
(hem during combat 


* Abilities cm he programmed into either the 
L- or K' hutkm. 
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An Arm will only work with 
save data from Arc //. How¬ 
ever. certain save data will not 
work with the monster game 
(lor example, it Lie/a is not 
in the party, you can't control 
monsters, hence, there are no 
monsters to put in the arena). 
If the save data is incompatible, 
it will say simply “No Arc 
Arena Data *, even though it 
mav exist. 
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To begin playing the game, 
choose which game mode to 
play: ( )ne Player or Two Play er 
Press i x button. The Load 


screen will be displayed. Move 
the cursor to select which data to 
load. IV'sv the * button. The 
game will begin. 

Toexit the Load screen and return 
to the Title screen, pass the a 
button. 


Plain tin not remove the memor v 

* 

card during a save or u huid. 
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In order for two people to plav. 
Player l’s memory curd should 

be in MEMORY CARD slot 

1. and Player 2’s memory card 

should be in MEMORY CARD 

slot 2. 


To begin playing a two player 
ante, choose Two Player from 
the menu. Press the x button. 
Now, select which save data 
Player 1 w ill load. Press the x 

button. Plaver l*S data will be 

* 

loaded. 
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Next. chtx)se which save data 
Player 2 will use. Press the • 
button. Player 2*s save data w ill 
then be loaded, and the game w ill 
begin. 

Pressing the a button on Player 
2 s Load screen w ill display the 
following options Plav alone 
(the game will begin with only 

Plaver 1 \ save data loaded > and 

* 

Load auuin i return to Player 2’s 
Load screen). 

Please do not remove the memon 

W 

eanl during a save or a load. 
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Before the game can be played, 
choose which character each 
player will be represented by: 
the boy or the girl. Use the 

directional buttons to select a 
character. Once a decision has 
been made, press the x button. 
The game will then begin. 

Note: It two players are play 
mg. the second player’s charac¬ 
ter will be the one that the first 
play er doesn't chiH>se l Duh!). 
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During a two player game. 

Player I will have control of 

the main character. Player 2’s 

0 

controller will not work until 
they enter a special shop or the 
arena. To change the control 
of the main character. Plaver I 

m 

or 2 needs to press the START 
button. Next, select which 
player will control the charac¬ 
ter: Plaver I or Plaver 2. Press 
• * 

the x button. The idee led 


player will then be in control. 


W2 


W i n 


















































































Manual 


To access the Game menu, press 
the o button. There are six 
options: Items, Equip. Status, 
Monsters, Options, and Oper¬ 
ation. Since Operation in the 
only option that is specific to 
Arc Arena, it will be the only 
one discussed For informa¬ 
tion regarding the other options 
please refer to the Game menu 
section under Arc //. beginning 
on page 56. 



To set a combatant’s (party mem¬ 
ber's i i>peralion. first select Oper* 
at inn from the Game menu. Press 
the * button. When the Character 
window is displayed, move the 

cursor to select a party member. 
Press the * button. Next move 
the cursor to select how the 
character will act (react) during 




combat Press the * button. The 
character’s operation w ill be set. 

and the screen will return to the 
Character w indow. 


This option tas*11 table dunne VS 


omm4 the actions <»i the oomKiian 
directly. 


I lie computer controls ail of the com- 


jftlUi _ 

The combatant will primarily use 


Defense _ 

The compliant will use 
abilities and healing items 

Brute Farce 


The combatant will only use their 
normal attacks; special abilities will 
not he used. 

Avon!_ 

Combatants w ill try to avoid fighting; 
however, if attacked, they will coun¬ 
terattack. 


There are a number of places to 
visit during the monster game: 
Iga’s Dojo, Trading Bazaar. 
Shante's Theatre. Chongara 
Shop. Mother Claire’s Den, 
Vilmer's Lab. Smith, and Mon- 


How ever. some of the many 
options that these shops have 
to offer are already discussed 
under the Arc II section of this 


manual. Thus, only specific 
areas of Arc Arena w ill be dis¬ 



located inside the dojo w ill he 


if you want him to explain about 
the Monster Game. CtooR 
knowledge , please to have Iga 


»n i it 


expLi 


by choosing this option w ill the 
Train me option be accessible ). 

To bypass Iga’s brain-numbing 
speech, choose / ask nothing 


After Iga explains all about the 

Arena, he will display the fol¬ 
lowing option: Train me. Hits 
option will alliAv the parly to 
train in the Arena. To begin train¬ 
ing, select Train me Press the 
* button. Ip will then warp the 
party to the Arena, f rom here, 
up to four combatants can take 
pan in the Kittle, After the train¬ 
ing session, the party will return 
to Iga’s Dojo. 
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Hie Trading Bazaar allows w cap- 
oils, armor. items, and monsters 
to he traded between Player 1 
and Player 2. Before trading eiin 
begin, a two player game must 
he started (go visit Sania in the 
Monster Arena to load games). 
There arc two rooms inside the 
trading Bazaar EJc’s Room 
(trade weapons, armor, and 
items), and Lieza’s Room (trade 
monsters). Andet is the recep¬ 
tionist, and may be a little—disil- 


lusioned, to say the least. 
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Weapons, armor, or items can be 
given to the other player. Talk 
to Etc. who is behind the coun¬ 
ter. in order to start an exchange. 
Select Yes to start tradin *r No 
to cancel. 


Note: Before talking to Lie. pea 
the START button to dpi who 

will mule. If Placer 1 is selected 

* 

ilk'ii the\ w ill give items to Player 
2, or vice versa. 


After selecting )h, the Item 
screen w ill be displayed. Next, 
move the cursor to select which 


item to trade, rress me * nuuon. 
To confirm the decision to trade 
the item, select Yes. Press the * 
button. Ttk’ item will be traded. 
To cancel the trade, select No 


Note: To exit the menu, press the 
• button. 
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Trade monsters or view the N on- 
ster Book. Talk to Lieza, who 
is behind ilk* counter, to start 
trading. Lieza will ask whether 
or not to start a trading session. 
Select Yes to start trading, or No 
to cancel. 

Note: Before talking to Lieza, 
press the START button to choose 
who will trade. If Player I is 
selected then they will trade QUO- 

W 

slers to Player 2, or vice versa. 


Limit Room 

Alter selecting Yes, the Monster 
screen will he displayed. Next, 
move ilk cursor to select which 
monster to trade Press the * 
button. To eonlirm the decision 
to trade this monster, select Yes. 
The monster will then he given to 
that player lo cancel the trade 
select No. 


I sew the Monster Book, first 
select No w hen Lieza asks about 
trading monsters. Then she will 
ask whether or not to view die 
Monster Book. Select )i*v to 
view the book or No to exit. 

Note: In order to view the Mon¬ 
ster Book. ( hongara must have 
been encountered in Arc II, and 
1 icza must have used her Search 
ability on a character or an enemy 
in the regular An II game. 







Sluntejf Theatre 


Chongtnb Stop 



Shante Cm 


Listen u> Shantc's song, or the 
characters battle voices. Talk to 
Shante and she'll perform her 
song from Art II Also, in the 
XA Theatre, characters from the 
game will jvrform skits on the 
stage. 

To listen to the song, or watch 
the XA Theatre, talk to Shante. 
go through the door at the back 
»>f the room, and the pertormance 
will begin 


To w atch OdoiTs Impersonation 
Sliow, first read the sign next to 
Odon. Then eo and talk to < klon, 

w 

He will display a list of char¬ 
acters that he’ll imitate. After 
choosing a character, press the * 
button. Odon will then morph 
into that character. 

After morphing into the charac¬ 
ter, Odon will display a list of 
sound clips. Alter choosing a 
siHirnl clip, press the * button to 
play that sample. 



Buy or Sell items. W hile Kit- 

m 

tling in the Arena, it will be nec¬ 
essary to buy items to keep the 
characters in good health or to 
throw at the enemies to cause 
them damage. 

Chongara will sell mans of the 

same items that are found in An 

If ; however, there will lx.* a few 

rare items that can onlv be found 

* 

in his shop here in! aust Village. 




Mother CUlrei Dm _Vllmcrt lib/Smith Shop 



Change a monster’s class, sell 
monsters, or allow the characters 
to add special abilities. Al ter talk¬ 
ing to Mother Claire, the menu 
w ill be displayed w ith ilk* follow¬ 
ing lour options: Class Change. 
Vdd Ability Sell Monster, and 
Exit. ‘1'hese options are discussed 
on page H4. 


VtlmertUb 

Give Diekk'cks experience 
points to part) members. Since 
Diekbeck is a machine and is 

unable to gain levels, use the 
Divide machine to give his expe¬ 
rience points to other party mem¬ 
bers. If Diekbeck hasn’t joined 
the party, then ilk* Div kle machine 
cannot he used. 

To give experience points to 
others, refer to page 86. 


Smith Stop 

Raise item levels, equip items, 
and combine items Both the 
Smith shop and the Combine 
shop are located inside the Smith 
shop. Talk to the person at the 
counter to display tlx* following 
four options: Iklk to Master 
Smith. Talk to Novice Smith. 
Talk to Bill) in C ombine Shop, 
and Exit. 

Refer to pages 80-83. for more 
information regarding Smith 
Shops and* ombine Shops. 
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The Arena is the place to go to 
light battles, get pn/es. and to 
vive and load games. Inside the 
Arena, there will be lour charac¬ 
ters: Saniu, Gogen. Kukuru and 
7 agun. I he jobs these charaders 
perform will be discussed in this 
section. 
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Yagun will allow Player I to 
enter into the Arena, but not 
until the player has registered 
with Kukuru. After talking 
with Kukuru to set up a battle, 
go and talk to Yagun to gain 
access to the Arena. 
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Save and load garths. To save 
or load data, talk to Sania who 
w ill display the following three 
options: Load. Save, and Exit. 
To load or sav e data for Plaver 1 

9 

or Player 2. remember to press 
the START button to select the 


ale ola\ cr. 


Note Tile came will automat- 

icalty save into the same data 

# 

slot from which it was loaded. 
This tloesn 7 apply if a memory 
card is changed. 
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Talk to Gogen to receive pri/e 
and monsters earned in the 
Arena. When talking to Gogen. 
he’ll ask whether or not to go 
to the Warehouse. To go to the 
Warehouse, select lev Press 


Warehouse, select lev. Press 
the * button. Gogen will trans 
|x>rt the party to the Warehouse 
where prizes and monsters can 
be claimed. 





Kukuru 


Before starting a battle, remem¬ 
ber these rules: 

I) Tlie parts must have at least 
t hree comhatan t s. M on ste rs can 
be obtained by having Lieza 
capture them in Arc //. or 
bv trading monsters with your 
friends at the Trading Bazaar 

2Hn order to take piirt in the 
battle, three <>r five different teams 
must be set up. Each team can 
have up to four combatants. 


3) There will be three to five 

battles in the Arena. The team 

that wins the most Kittles will be 

aw aided the victory. Basically. 

# ¥ 

try to w in all of them, or get the 
best tw o out of three, or three out 
of five victories in order to w in. 

4) I he battles must be finished 
in the allotted turns in order to 
claim victory. 

m 
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ialk to Kukuru and she will dis¬ 
play Ilk* follow fogoplii ms Batik* 
\rvna. VS Batik*. and Touma¬ 
in en l These options will he dis¬ 
cussed on the f ollow ini: pages. 

Note: During the Hattie Arena 
mode, the player will not he 
allowed to control their charac¬ 
ters. The Manual option under 
the Operation menu cannot he 
selected. However, during I S 
Hattie and Tournament mode, 
the player can use Manual mode 
to control their characters. 
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Mb Arena 


Compete against fifteen different 
Arena teams, in three skirmishes 
of lour comhalants, for the cham¬ 
pionship. Every time the team 

wins a battle, thev will be awarded 

m 

two prizes (item and monsterk 
and a chance to tight ilk next 
team After selecting Hattie 
Arena from the menu, press the 
* button. 


One or more of the lit teen teams 
will be available, depending on 
how many have been defeated up 


Move the cursor to select a team 
to light Press the * button. Next, 
set up the battle parties. Since 
there have to he three teams, 
divide (lie monsters so that at 
least one monster w ill he in each 
team. Alter selecting monsters, 
press the START button. 
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Next, continue to hnish the con 
figuration tor the secinxl and third 
teams. To confirm the decision 
to light, choose Hattie. Press the 
* Kit ton. Select Cancel to start 
the battle selection over. After 
the team is continued, go talk to 
Yagun to enter the Arena. 

Once the Anna is displayed, there 
will he two options Start battle 
and Open menu. To begin light¬ 
ing immediately, choose Start 
battle. Press the * tattoo. Tlk* 
battle w ill begin. To open the 
(laiik menu. dU ' - . Open menu 
Press tlk * button Tlk Garik 
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VS Battle 


Player 1 aixl Player 2 compete 
for items and monsters. Tocom- 
jvte in ilk Arena against a friend, 
choose 1 S Hattie from ilk iiknu. 
Next, select vvluit kind of wager 
to place: Pride (tlk only thing 
w agered is bragging rights). Item 




or Monster (both plavcrs must 
wager one of their monsters). 
Press ilk * button. 


After selecting Pride. or once 
tlk wagers have been made, 
determine Inns the victorx will 
he awarded Parts Annihilation 

m 

(the enure party must be 
destroyed), or ( rushing leader 
(only the leader needs to be 
desi roved in onier to claim vic¬ 
tory). Once a decision has been 


It .in item or monster has been 
selected to wager. Player I and 
Plaver 2 must make a selection. 


made, press the * button. 

Next, set up the battle teams for 
both players, then head to Yagun 
to enter the Arena. 
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Tournament matdies are set up 
the sank wa\ as the Battle Arena 

m 

option; however, the player will 
battle until their entire roster has 
been w i|iedout Also, lire number 
of wins will be recorded 

To compete in the Tournament, 
select Tournament from the 
menu. Next set up the teams 
by pressing the * button to 
select the team members and the 
START button to confirm the 
part). Cluxise Hattie to begin. 
Pressure * button To exit choose 

> ancel Pass the * button. 



Go talk to Yagun to get access to 
the Battle Arena Next, decide 
which Arena to use for lighting. 
I se the left or right directional 
Hiltons to select an arena. Press 
ilk' * huttim. The battle will then 
begin. 

Note: Below the description of 
CKh arena, the locution w here the 
teams will begin lighting will be 
displayed For instance, (Start: 
Left & Right), means that the 
teams will start at the left and 
right side of the arena. 



Roadie Ultimate Victory 


Alter lighting and defeating the 
first 15 Monster Teams in the 
Arena, the number of teams used 
during ilk* different nkxies can 
be altered 

Players can then choose to tight 
with cither three (3) monster 
teams or five (5) monster teams. 
Lach team will continue to fight 
until the\ are eliminated 

m 


Complete all modes to win the 
ultimate victors'! 
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Alecs entire family was wiped out in 
tlie ui eat Disaster. And, had it not been 
for the kind hand of a heroic Hunter, 
Alee surely would hav e perished as well* 
Ru>hed away from the lire that would 
eventually consume his city, he was 
transjvrted to the Isle of Eteru, where 
he he^an a new life in Sasha V illage w ith 
many other refugees. One of those refu¬ 
gees was a Ivv namei I Lutz, who became 
Alecs best friend and confidant. Alec 
will tell of his desire to be a Hunter to 
anyone who w ill listen. One day, when 
the village is attacked by bandits, the 
door to that opportunity opt ns-. 
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Tliiv ahtliiv w ill pmei.iie.»powerful vhivk 
w jvc explosion. 
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Lutz is .1 charming, earnest young man 
who speaks Indore lie thinks more often 
than not. He would like to think himself 
quite the ladies 1 man, hut his hyperactive 
nature ami complete ignorance of eti¬ 
quette invariably cause all women he 
approaches to run away screamino. How¬ 
ever, their is one very significant w oman 
in Lutz’s life— his beloved sister. Having 
survived the circat Disaster that claimed 
their parents, Lutz and his sister kuretta 
have an esperiaityclose relationship. 




























Theos mother was a leg¬ 
endary Cardist who Ji^ap- 
pea red mysteriously shortly 
after he was horn. Pos¬ 
sessing an earnest manner, 
anil eager to get along with 
others, Tfteo is well-liked by 
all. His dream is to become 
a landist like his mother. 
Though he won't atlmit it, 
he secretly hopes joining 
Alec in his travels will result 
in a reunion with her. 


























dteryl has lived most of )u*r life on 
the mean streets of ijislem, hustling 
ami fighting her wav through a rough 
life. Fiercely independent and extremely 
competitive, die is disappointed with 
anything less than a first place firush in 
competition. >hc has extensive knowl¬ 
edge of weapons, anil an especially deep 
understandingoffirearms. Her dream is 
to build the ultimate firearm, using the 
new field of synthesis pioneered at the 
Weapon Society. Having liv td a hard life, 
she tr lists no one but herself and her 
gun. Alecs arrival may change that... 
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Chen I *ill ihniw a bomb * the enemy 
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Hun dizzying ability shin*', how nimble 
ami twee Cheryl can be. 
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Koewen hit points IW pans membn * 


Allows allies u> leaner irom abnormal 
statuses. 
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Alkws the enemy s magic pmnis |o be 
traasfemsl to puny members within range. 
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Marsia lives in the school village of 
Rusaht, resejrJiinv! the art of Natural 

O 

Spells at the Spell Institute. Having 
spent a considerable amount of time 
in spell studies, site is lacking in social 
skills, lifted with an analytical mind 
and a calm manner, she can accorn 
plish anything she sets out to do,given 
enough time. 


HEAT SHELL 


limb tmvsj enemies into trusts bale mew 
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AIR BLAST 


WATER CRUMBLE 


1 m intense wfer Irad tfat will 
crumble mati foci 


_LANDAX 


-os a huge hnulilcr to compklcK 
ans roe's cranium. 
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LIGHT ARROW 


Tht% npc Utst of air will cut through ju>i This piercing amm of light will slice 
0>uit anything ihtuugh mm! enemies 




PARK EXTREME 


Envelops the enemy in darkness jin teforc 
they k attacked. 
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Allows del caicd jxuty members to return 

to the battle 


_GIGA PLASMA 


l rus devastating pusrna wave is corenvh 
effective .icainst most enemies 
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Velhart b .1 master swordsman who 
lives in .1 mount jin cabin in the land of 
Palte vvitlt his brother. Because of his 
amazing skill n idi all manner of Wades, 
VeUiart’s name is known aroumi the 

world. However, any kind of in dated 

/ 

ego is refreshingly undetectable. He 
spends most of his day in training, 
rarely engaging in conversation with 
others. Only when the conversation 
turns to his brother does Veils art dem¬ 
onstrate anv emotion at ail. 
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Once the opaline animation 
is completed, the Title screen 
appears. (To skip the opening 
animation and proceed to the 
Title screen immediately, press 
the START button.) The Title 
screen will display three avail¬ 
able options: New Game. Con¬ 
tinue, and Options 
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I New Gimc ] 

To start the game from the 
beginning, select Sew Game, 
Press the * button. There will 
be two options: Start Game 
and Convert. 




{_ Start ^ amt ] 

To stan the game from the begin¬ 
ning, select Skirt Game. Press 
the x button. The animation will 
begin. To bypass this animation 
and jump straight to the game, 
press the START button. 


[ _ Conve rt _I 

Use the Convert option to import 
Arc II save data into Arc III 


l omening vivo data win unlock 
special events that arc ONLY 
available when save dan is con¬ 
verted. 

Note: To convert a save file, the 
file must be called "RomaJia Sk\ 
Castle”—the save from the end 
of Arc IL 

To convert the data, select Con¬ 
vert. Press the * button, The 
Convert screen will be displayed. 
Next move die cursor to select 
a tile to convert. Press the * 
button. The save file will be con¬ 
verted. and the game will start. 
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Continue 



To continue playing a previously 
saved game, select Continue. 
Press the x button. Ihe Loud 
screen will he displayed. Only 
five save Hies can be displaced 
on the screen at a time. Move 


10 netpainerentuK between save 
Hies, each save Hie will list the 
iv e location. Alec's level, and 


An emptv memory card can 


game time, lb li 

move the cursoi 


the cursor up or down to 
additional save Hies. 


Move desired file. Press the * button, 
display The game will be loaded. 

Ph ase if< > not remove themvmorx 

0 

ami during a we or a load. 


store up to hi teen individual 
save tiles Dual memory card 
support allow s the game to rec¬ 
ognize two different memory 
cards (one in MEMORY CARD 
slot I and one in MEMORY 
CARD slot 2), use the LI or 
R1 button to switch between 
memory cards when loading or 
saving a game. 
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TIv Options screen lists the fol¬ 
lowing game setting Vibra¬ 
tion. Sound Mosaic speed. 
Level-up spit'd. Movement. 
Hattie voices. C onfirm finish. 

Window si vie. Window color, 

* 

Transpamicv and Load party. 

Vibration 

Turns an or oil the vibration fnr the 
DL ALSHOCK® analog eontn)Her.fj 

|_ Sound _ 1 

Determines how the sound is heard 
( home cither Stereo or Mono 



essa 


The speed at which text is displayed. 
Choose either S/mm \omtal, or 
Fast. 

[ level up speed 1 


The speed at which the characters' 
stats an’ displayed when lining 


or Fast 


Movement 


The speed at which the characters 
move on the screen. Choose either 
Sonrnl,cr Fast. 

(_ B attle voices _ \ 

Select whether ur not character 
voices are played during battles 
Tticrc are two options: On or Off 

Confirm finbh 


hl'r^ " IflhiMftoni'M'lio 

- On. a runjriiniino 

^ box will appear when 
ending the charac¬ 
ter’s turn If n is set to Off, then no 
confirmation box will be displayed. 


[ Window style | 

Change tlic background image of 
menu boxes. Then? are sn different 
backgrounds to choose from. 


Win Jaw calor 


J 


Change the coloi for text and menu 
boxes In order for the color in menu 
boxes to change, the Windmv style 
must be set to none. There arc nine 
different colors to choose from. 



Change the opacity of the text and 
menu boxes. If this option is set to 
On, then the boxes will he trans¬ 
lucent. If it is Net to Off, then the 
boxes will be opaque. 


Lud| i I \ 


Select how the bank party is 
loaded. If this option is set to 
Manual . a battle party must be 
selected at the beginning of every 
battle. If it is ^ct to Auf®, the last 
battle party used will be automati 
calls loaded. 
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three main areas: Events. Maps, 
and Battles. When leaving 


towns or other areas, the Map 
screen will be displayed. Use 


litis screen to select new areas 
to explore, or to return to previ¬ 
ous areas. 


On the Map screen, press the o 

button to access the Game menu, 

or use the SELECT button to 


access 


on screen 
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Once the Map screen is dis¬ 
played, the current location of 
the chmack i will be displayed. 
Move the character to another 
.irea by means of the directional 

w 

buttons. To enter this area, press 
the x button. To confirm tho 
decision. Select >ev ihc cliar- 
actcr will then enter that area. 
To cancel and stay on the Map 


If the name of the kvation is not 


, i u 


not 


be allowed to enter that area. 



Liter in the game, when Alec 
gets control of a Iwvererafl, he 
will then be allowed to choose 
which continent to explore. The 
World Map will display the eon* 
iincuts that Alev is allowed to 
visit. Move the cursor to select 


which continent to explore, ness 
the * button. The hovearaft will 
then travel to that locution. Alter 
aniving. the Map screen will 
once again be displayed. From 
the Map screen, choose which 
location to explore. 
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To access ihc Game menu, press 
the o button. Ttie actual game 
time will be displayed above 
the Game menu (the time will 
he paused when the menu Is 
active). 




Note: If the game is left on this 
screen, (he game will go into 
"screen saver ’ mode and darken 
the screen slightly. Pressing am 
kev exits this mode. 


The Game menu will display 
the following optii' Items 
I quip. Status Uu out Mon¬ 
sters. Jobs ami Options (* 

page 122) 

Note: The Monsters option will 
only be available after Theo has 
joined the party Also, the Jobs 
option w ill only be av ailable alter 
\lec visits the Hunteis’ Guild to 
sign up to he a Hunter. 


1_ Items _| 

Hem management. All of the 
characters share a common 

invent on in which their items 
will he stored, ITie Items menu 
has two options: Use (allows 
the character to use items, par¬ 
ticularly ones that heal) and 

m 

Send (allow s items to he sent to 
an Inn for salekeeping). 

These two options will be dis¬ 
cussed on the following pages. 
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Item Window 


The Item w indow (displayedafter 
selecting ise or Send) displays 
the following information: 


Item Window 



Item Name 


Displays die name of the item 


m 


Displays a brief description of the 


The lictih ae diviJcd into six cat- item, 
eguncs: Hems, Weapon v \mHir. 
Accessories. Synthesis items i items 4 

created ai W .wpon or Item Societies). . 
and Scenario Hems (special items ^ 
collected during the quest >. . ,• 


Attribute 


Use the leti and nght i ifectiooal Ku- 
tons to select winch category to dis¬ 
play. 


Indicates whether an item let* am 

# 

special attrihiics. Items may hare 
the following attributes: Earth. Fire, 
Light. Dark, Wind, or Water. Nore: 

Some items will m* have atinhiitCN. 
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To use an item, move the cursor 
to select an item, then press llie 
* button. The Character window 
will then be displayed. Move the 
cursor to select w liich character 
will use the item. Press the * 
button. The character will use 
the item. 


Note: Some items can only be 
used in battle, and others cannot 
be used at all. 
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>erw Item Vilitil'u 


The Semi hem window display 
the following In ton nation: 

[ 1 1 tonHtmW ] 

Display s the items in the fchameten 
inventory. Use the led ami right 

directional buttons to select which 
category to display. 

2 Item Name 1 


At Inn 


—J 


Displays tlv name ot the item 


Displays how many of the selected 
item is stored at the Inn. 

Ill Attribute | 

*— ■—wmmt 

Indicates whether an item lias am 

4 

special attributes. Items may have 
the following attributes: Earth. Fire. 
Light. Dask. Win*!, or Water. Note: 
Some items will not have attributes. 



Displays a brief description of the 
item. 
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To send on item to an Inn. move 
the cursor to select an item. Press 
the * button. The Send w indow 


will then be displayed. Next, use 
the up or dow n directional but¬ 
tons to select the quantity. Press 
the « button. To confirm the dod- 
sion to send the itemtsltoan Inn, 
select Saul. Press the * button. 
The item(s) w ill be sent to an Inn 


Cancel. The itemfs) will mu be 

sent. 2 fl< 


Note: Some items cannot be sent 
toon Inn 
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Screen 


r 


j u i p or remove w capons, amn >r. 
or accessories. Each character 
can equip up to lour different 
items: one weapon, one annor. 


3 



lasts the items that the character is 
allowed loeauin (if anv). 


■ 


and two aavssones. Hie Equip 
erecn will display the following 


■1 C hmcter W i n d oh 

Displays an image of the character 
along with the Item that K currently 
(quipped 


4 1 ten Window ] 

Inscribes the item. This window 
will display an item’s name. and attri¬ 
bute (if any). 
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i displays tnc evunuer s current stats 
(listed at the topi and wh.it the effect 
wilt be w Iren the item is equipped to 
the character (listed at the bottom f. 


ists the items th.it .ire .dready 
ipped to the character. 
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After selecting Equip front the 
Game menu, the Character s creen 
will tv displayed. Next, move 
the cursor to select a character. 
Ptess the * hulton. The Eiquip 
screen will tv display ed. 

Move the cursor up or down 
to select wliat piece of equip¬ 
ment Out character will equip or 
change. Press the * button. 


Next, move tlv cursor in the 
Item window to select an item 
to equip. When highlighting dif¬ 
ferent items, pay attention to the 
character’s slats. The effect that 
the item will have will be dis¬ 
played. 

Alter choosing an item, press 
the * button. The item will be 
equipped to the character. 


\ _ Remove 

To remove an item that the char¬ 
acter is wearing, simply select 
/ quip Sol fling The item will Iv 
removed from the character and 
placed hack into the characters' 
inventory. 

Note The characters will only 
be allowed to remove their 
armor and accessories. Thev 


armor and accessories. They 
will always have a weapon 
equipped to them. 
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Displays the character’s cur¬ 
rent condition. After selecting 
Status from the Game menu, 
the Character screen will be 



Once the Character screen is 
displayed, select which charac¬ 
ter will view their stats. Press 

the * button. The Character 
Status screen will be displayed. 
This will be described on the 
following pages. 


Display s the character’s current 
status. See page 130 for a detailed 
description. 

2 Wealth 

The amount of Go/ (money) col¬ 
lected. 


[41 Rank 

Tlv rank tlv part) has received from 
the Hunters’ Guild. 


5 ; _ Abilities 

Displays the abilities that the 
actor has learned. 


3 Merita _J 

The amount of experience the party 
has received from doing jobs lor 
the Hunters’ Guild. 
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g 'Steel Spear 
• Steel Armor 
Soothing Ring 
Red Talisman 


fire 


J HP_ 

Hit points. Cunent/maximum 
number of hit points. When their 
HP reaches zero, they will be 
removed from the battlefield. 


< VIP_ 

Magic points. Current/maximum 
number of magic points. When 
their MP reaches zero, they w ill be 
unable to use anv ol their abilities 


7 AT K._ 

Attack. The character s attack power. 
As their att.uk power increases, so 
will the strength of their attacks. 

I DEF_ 

Defense. The character s defensive 
power. As the character's defense 
power increases, they will aveive L-^ 
damage from enemy attac ks. 


lJu racter Status W iiulou 

Displays the following information 
for the character 

i char acter Data 

Displays an image ol the character, 
the character's name, and their cur¬ 
rent level. 

t A ttribute _ 

Shows w hich attribute the charac¬ 
ter possesses (it any): Dark. Earth. 
Fire, l ight. Water, or Wind. In 
combat, alternates between attri¬ 
bute and abnormal status i if any i. 


» EXP_ 

Experience points. Displays thechur- 
acter s current EXP. and the numher 
of experience points needed to raise 
to the next level iNXTk fhis is dis¬ 
played graphically in the experience 
bar. When the bar becomes full (the 
blue line reaches the end ot the ban. 
the character gams a level. 

6 Equip ment _ 

Displays the items (hat are cur¬ 
rently equipped to the character. 


Agility. The higher the value, 
the sooner the character will be 
allowed to move during combat. 

UMOV_ 

Movement. The distance a charac¬ 
ter can move during combat. The 
higher the value, the greater the 

distance thevTl be able to move. 

0 

ii MAG_ 

Magic. Character's magic ability 
Their magic abilities will increase 
and become more effective as this 
value increases. 
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Restores characters* hit points. To 
avovet a character's hit points, 
chouse Recover from the Game 
tik'nu. Pass the x button Next 
the t It.trader w indow \v ill be dis¬ 
play i ()nly chunk ters thal hav e 

tlk ability to heal can be selected. 

m 

Mow tlk cursor to select such a 
character. IVe^s the x button. 
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Tlk character that is casti 


the spell (displayed in tlk top 
w Mow) and the party member 

receiving tlk spdl (shown in 
the bottom window) will he dis- 


f* p 


at is cast¬ 


ing the spell w ill have their magic 
points delayed. and the party 
member icceiving ilk spell will 


Mo\ e the cuisor to choose w hich 
character to heal. Press the x 
button. Ilk chit'actor will then 
heal thal parly ilk inter. 
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T!>co has the ability to seal a 
monster's essence into a Monster 
Card by using his special ability 
Cardish. Once he has sealed 
aw a) a monster, he can then 
use these very powerful cards 
dunng combat. Theo will only 
be allowed to have five (5) cards 
in his possession at any time. 

Theo will nut be allowed to seal 
monsters if he has five (5) cards 
in his possession, or if he has 
live (5) ol that type ol monster 
scaled. Note: Some monsters 
cannot be sealed into a card. 


tSr utj, tot liim l «. } 


There are two options under 
the Monsters option Send and 
List 


To send a card to the Monster 
Society, select Send from the 
Monsters menu. Press the x 
button. Next the Monster! aids 


a curd to send, press the * button 
To confirm the decision to send 
the card, select Kps. Press the * 
button. The can! will be sent to 
the Monster Society. To cancel, 

selu' \o Theo will keep the 
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There are 117 monsters that 
Theo can Cardish. To view 
a list of monsters that have 
been encountered orCardished. 
select list from the menu. 


If the card is shown next to 
Theo. then he is currently car¬ 
rying that card. If the card ^ 
displayed next to the Monster 
Society icon, then the card can 
be retrieved at the local Mon¬ 
ster Society. 
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This option will allow Alec to The job’s information will then be 
check the status of a job at any displayed. The following infor- 
time during the quest. Once Alec mation will be displayed at the 
is in the process of becoming a bottom of the screen: Guild (the 
member ol the Hunters’ Guild, Hunters Guild that issued the 
this option will become avail- job). Reward (amount of Got/ 
able. Merits received if the 10 b is com- 


is m 


is com¬ 


To check the status of a job, select 
Jobs from the menu. Press the 
x button. A list of current jobs 
will be displayed. To view key 
information about a job. move 
the cursor to select a job. Press 
the x button. 


pleted successfully), and Client. 


To exit this screen and return to 
the previous screen, press the x 
button. 
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Reset pu/zles. There are some 
puzzles during the course of the 
game that have to be completed 
before the party will be allowed 
to move forward. If a mistake 
is made, choose Restart To 
confirm the decision to st;in the 
puzzle over, select Yes. Press the 
x button. The puzzle will be 
reset. 
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The Battle menu will display 
the tiaHiming options: Abilities, 

Summon (only available undet 
Then's Baltic menu). Hems, 
Kquip. Status, anti Options 
Since Abilities and Summon 
are the only new options lor the 
Battle menu, they will be the 

m 

only ones discussed. The other 
opiums here behave in a simi¬ 
lar manner to 1 re II. 




Abilities 


\s a character's level increases, 
new magic or skill abilities w ill be 
learned for use during combat. 




To view a clkiracter's abilities 
during combat, press the o button. 
11k* Battle menu will he dis* 
played Next select Abilities 
from the menu. The character's 
abilities will Iv displayed To 
lump directly to the Abilities 
sc reen, simply pi ess the a 
button. 


Move the cursor up or down to 
select w hich ability to use. The 
ability 's effective range will lv 
slum n in tl»e blue area. 

\ tier deciding Oti an ability, press 

the x button Next, a white grid 

will he displayed. The center of 

the grid can lx* moved within the 

blue area Hk ahiiitv w ill onlv 

• * 

allot those standing inside the 
vv lute gnd After moving the grid 
to the desired location, press the 
x button to cast the spell. 
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Summon 


fheo is the only one that can 
ise tlie Monster Cards during 
omhal. Pie Monster Card's 
nagic will aflat every monster 
n tlk* battlefield. In order to 
isc this option. Then must have a 
donster Card in his possession. 


To use a card during combat, 
choose Summon fmm the Baltic 
menu. Press the x button. Next, 
the cards that I hco has will he 

displayed Move the cursor to 
select which card to use. Press 
the x button. Theo will then use* 
that card 
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l p lo four characters arc allowed 
to light durme battles; therefore, 
before a hatlle begins, a bank* 
pany must be set up. \\ Iren 
the t haractcr screen is display ed. 
move the cursor lo select a char¬ 
acter. Press ihe * button. The 
character will be placed in the 
top window, Continue selecting 
characters until the battle party is 
set up. Once the parts has been 
C honeu select Start Press tlx 
* button. The battle will begin. 
To remove a cha actcr from the 
battle pany, press the a button. 
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.Ml of the characters and enemies 

for the battle will he displayed 

on the Battle screen. To scroll 
around the screen, tap down both 
the 1. 1 and the R 1 buttons to acti¬ 
vate the tree cursor Now. use 
the directional buttons to move 
around the screen. To select dif¬ 
ferent characters/enemies based 
on their levels, press the LI (to 
move from the weakest to the 
strongest) or RI button (to move 
from the strongest to the weak¬ 
est). To return to the charac ter. 

press the a button. 
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When the entire battle part) is J 
killed, the battle will stan over 
fn>m the beginning. { 

On the brighter side, characters 
will keep the experience points 
they received before the) were 
killed. This allows the charac¬ 
ters to continue to increase their 
levels no matter how mam times 

m 

a battle has to be replav ed 

The character can exit attain 
battlefields by ending tlnrir turn 
on the lighted red square. 
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Evm time a character tights during 
combat, they will gain experience. 
Experience earned w ill let the char* 
aclcr gain levels. As lines gain 
IcvcIs. their slats w ill improve The 
chwiiggs to the charac ter's stats will 
he tlisplayed above tlx* character. 
Here is a hricl description *'l the 
abbrev iations. 


HP _ 

Hu points t>iqitays ihe increase lo 

the character\ hit points. 

MP _ 

Magic [shiiIs. Displays tlx* {mrasc 
lo tlx character's magic points. 


ATK_ 

Attack. Displays the increase in the 
character's attack power. 

Off_ 

Defense. Display s tlx increase in the 
character's defensive power. 

MA 6 _ 

M.i-jic ability Incnsisc in the char.x- 
ter\ skill in using their abilities. 

AGi _ k 

Agility. Displav > the increase in the 

character's agility. 


MOV 

Movement (Range). Di spays the 
increase 1 in the char* ler\ ran^%^ i 

MAGIC UP_ 

The character's magical ability lias 
earned a new level. 

NEWMA6JC_ 

The ehanxicr has g.uned a new mag- 
real abilitv. 
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By talking to the Innkeeper, the 
following options will he dis¬ 
played: Spend the ni^ht. ('heck 
hdungingi, < iet belongings, and 
Exit 

When the party spends the night 
they will he able to recover their 
HP and MP. 

\lso. make sure to save the game 
by using the journals found on 
the counter, and in various loca¬ 
tions in the game. 
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Items can he left at an Inn for 
safekeeping, lb leave an item, 
choose Check belongings from 
the menu. Press the * button. 
The characters' inventory will he 
displayed. Next, select an item 
to deposit. Press the * button. 
If there is more than one item, 
decide how many to leave at the 
Inn. Bess the * button. To con- 
linn the decision, select Deposit. 
IVess the x button. Hie itemis) 
will be stored at the Inn. To 
cancel, select Cancel, 
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Items stored at one Inn can be 
retrieved at any Inn in the game. 
To retrieve an item, choose Get 
belongings from the Inn menu. 
Press the x button. After the 
list of stored items is displayed, 
select an item to retrieve. Press 
the x butum. If there is more 
than one item, i iecide how m;iny 
to retrieve. Press the x button. 
To confirm this decision, select 
Withdraw Ikss the x button. 
To cancel, select Cancel 
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Journal Books 


t Games can be saved by writing 
in journal books located in Inns 
and other various locations. The 
Journal menu has the follow ing 
options: Save, Load, and Exit. 


Note: To access other save files 
on the Saw or Loud screen, nx >\ e 
the cursor up or down to display 
additional save files, or use the L1 
and R1 buttons to sw itch betvs een 
memory cards. 
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I_Save I 

To save the game, select Save 
from the menu. Press the x 
button. The Save screen w ill be 
displayed. Next, use the cursor to 
select a data slot in w hicii to save 
ilk* game. Press the x button. To 
confirm the decision to save the 
game, select Yes. Ilk game will 
be saved. To cancel, select No, 

Note: Don’t alw ays save over the 

V 

sank save slot. Make it a habit 
to rotate the slots you use to save 

in. ■ L r * r . I 
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Load 


To load a previously saved gank, 
select / /tad from the menu. I Vess 
the x button. 


To confirm that anv unsaved 

m 

change will be lost, select Ye^ 
The Load screen will be dis¬ 
played. To cancel select No. 

From the Load screen, use ilk 
cursor to select which save file to 
load Pi ess the x button. Ik* 
game will be loaded. 
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Hie Hunters < iuild is the perfect 
place to go to get jobs, view 
wanted posters, and chat with 
fellow Hunters. In each Guild 
there will be a clerk that is located 
behind the counter. Falk with 
him. and you will receive the fol¬ 
low ing five option' \ t cept job. 
Present jobs. Former jol*s, (iet 
bounty, and Kxit 


Note: 0|>dons that are written in 
gre\ cannot he selected. 
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To take on a job. select Accept 
job horn the (iuild menu. Press 
the x button. In the middle ot 
the screen, a job list w ill be dis¬ 
played. The box at the bottom 
of the screen will display the 
following information: Guild 
(the Hunters* Guild that issued 
the job). Rew ard (amount of Go/7 
Merits received il the job is com¬ 
pleted successfully), and Client. 


After choosing a job. press the 
x button. A brief description of 
the job will then he displaycd. 
To accept the job. select By. 
Press the * button. Fhe party 
w ill accept the job, To cancel 




loir* ttfrrrmf pflb* 



frrvut Mi Aailr# Kmtr* 


| II# Qtmt ill* 4 m| trim tW PrJpr 
” II bn» %evi tm # Pmlir 

I j II imtim Pm Uemtiwr I4uhn| 


(V mm mmt if«f ihts pAf Trs 




Prr%rwt |i+t \*uUm JL*frt 

fjj II *<*4 U+ J *nmb ki Porter 

rhr pnaitcT 4rtfc nrli siiimii ars tret 
4#r»tv*-. km «t tW bjf. 


Waii Ummi Wip/ri 

(but Inw i 4*44 




M>4 4 lew 
fjirif Pmlrr 4rtJi 


Uoi IIP* Mi 




r 


ftadtjdh 






Display s information about a cur¬ 
rent job. After selecting Present 
jobs from the menu, the job list 
will he displayed To \iew infor¬ 
mation about the job, press tic 
x button. The jobs information 
will then be displayed I'o keep 
the job. select Fes, Press the * 
button. The job will remain on 
the Present jobs sc reen. To cancel 
the job. select No. A confirma¬ 
tion screen will be displayed. 


To confirm the decision to cancel 
the job. select Yes. Press the x 
button. Tlie job w ill he removed 
and listed as failed on fi >e Former 
jobs screen. To cancel and keep 
the job. select No. Press the 
x button. The job will remain 
active until it is finished either by 
the parly or another Hunter. 

Note: There are certain jobs that 
cannot he canceled. 
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The Former jobs screen is divided 
into three categories: Guild jobs, 
(hitlaw jobs, and Hunter stats 

After selecting Guild jobs, a list 
of jobs w ill lie displayed. To read 
about a job's outcome, move the 
cursor to select the job. Press tlx* 

* button. The initial job descrip¬ 
tion will be displayed Press the 

* button again to read about the 
outcome. To cancel and return to 

the menu, press the * button 


After selecting Outlaw jobs, a list 
ol outlaws will he displayed Ii 
an outlaw \ name is in w hile type, 
they have already been defeated. 
Press the * button u» read infor¬ 
mation about the outlaw. 

It an outlaw's name is in grey 
type, then they arc still at large. 
They can usually be found in free 
battle areas. For help in finding 
these monsters, try reading the 
wanted posters. 


Alter selecting Hunter stats, the 
following information w ill he dis¬ 
played: Hunter's current title. 
Jobs accepted. Jobs succeeded. 
Jobs failed. Jobs aborted. Job suc¬ 
cess rate. Monsters bagged. I iigh 
est rewiird. and Merits earned 
! he number of stars at the bottom 
of the screen graphically repre¬ 
sents the Job experience. 



To cancel and return to the menu, 
press the a button. 



To receive payment for a com¬ 
pleted job or capturing an outlaw. 
select Get bounty. Press the * 
button. The middle box w ill dis¬ 
play the number of jobs com¬ 
pleted and/or the number of 
monsters bagged. In the bottom 
box, the party's current Wealth 
and Merits will he displayed. To 
collect the reward, select lev. 
Ihress the * button. The reward 
will be given to the party. To 
cancel and return to the menu, 
select So. 


Also. located in the Guilds are 
wanted posters. To check out 
wanted monsters, walk up to 
the poster wall and press the * 
button. The wanted posters will 
be displayed. Move the cursot 
to select a monster. Press the * 
button. The poster will display 
the following information: Name 
(Outlaw \ name). Location uts 
last known location). Reward 
(amount of money offered for its 
capture), and Description (infor¬ 
mation regarding the outlaw). 
Press the a button to exit. 


Nine: An outlaw w ill only appear 
after his poster has been read at 
the kx'al Guild. Therefore, read 
all the posters in each new Guild 
as a matter of habit. 
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W hen traveling to the many dif¬ 
ferent villages, he sure tu stop by 
and check out tlie local shops. 
These places feature items, weap- 
oils, and armor. Make it a habit 
to upgrade the characters* weap¬ 
ons and armor. The stronger the 
characters are. the easier it will 
he to survive the many battles 


they will have to fight. Also, 
don't forget the important healing 
items; they are priceless. Them 
are three available options: Buy 
Sdl. and Exit. 
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$Ju>p Screen 


Character Window 


Displays the amount ot money that 
the party has collected. 

2 Item Window 

Display ^ all ot the wcapoas, armor, 
and items that are t .ile The 
cost tor the item will he listed on 
the right. 


Displays which weapons or armor a 
character can equip. If the character 
is displayed, then they will he able 
to equip the item. Note: The Char¬ 
acter Window is onlv shown when 

m 

purchasing weapons or armor. When 
weapons are purchased, their efFec- 
tive range will be displayed. Him 
If an item w ill increase a character 
stats, they will do the happy dance. 

141 Item Name ] 

Displays the name of the item. 



Item Description 


A brief description of the selected 
item w ill be displayed. 


Item Attribute 


Displays winch attribute the item 
possesses (if any): Dark. Earth, 
Fire, Light. Wai 


W .iter, or Wind 
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Shop Screen 


s. Alter’ 


Huy from the menu, the Shop 
screen will be displayed. Move 
the cursor up or down to view 
what is available lor purchase. 
Also, using the left or right direc¬ 
ts mal buttons w ill switch between 
the different types of items for 
sale. 


After selecting an item to pur¬ 
chase, press the * button. Next, 
choose how many of the sleeted 

w 

item to purchase. After eon 
firming the quantity, press the * 
button. To confirm this pure base, 
select lev. Press the * button. 


The item will be purchased Ti> 
cancel, select So Press the * 
button. The item will not be pur¬ 
chased. 
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When purchasing a weapon or a 
piece of armor, the Equip i >\ n 
will also be displayed. To go 
ahead and equip the item, select 
Equip Ptess the * button. The 
Character window will be dis¬ 
played At the bottom of the 
screen, the charges to the char¬ 
acters’ stats will be displayed. 
Next, choose which character 

will equip the item. Press the 
* button. The item will be 

equipped to the character. Press 
the A button to canal the pur¬ 
chase. 
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Sell 
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Sell goods. To sell weapons. Move the cursor to select an item 
armor, or items, select Sell from to sell. Press the * button. To 
the menu. Press the * button, sell more than one of the selected 
The characters* inventor) w ill be item, press the directional but- 
displayed. tons up or dow n to change the 

number. Press the * button. 
Next to the Item’s name will To con I inn the sale, select Sell 
be the sale price along with the Press the * button. The item 
number of that item that the char- w ill he sold To cancel, select 
acters aireadv have in their inven- Cancel. Press the * button. The 

m 

lory. item will not be sold. 


Remember, goods will be sold 
back at half their original pur¬ 
chase price. Note: Some items 
cannot he sold 


T 



dedicated to enriching humanity s 
knowledge of specific classes ot 
beings and things; Items, Weapons, 
and Monsters Most tow ns contain 
at least one Society, and one spe- 
i lal v illage* called Society Village, 
contains them all. 

The Item & ■ iety is known for its 
study of Items and their proper¬ 
ties. Their pnmur) focus is on cre- 
ating new items through synthesis 
The \ arious aspects o! this shop are 
described on this page. 



Item Society 

Ftf a small fee. the person behind 
the counter is willing to imp.in 
information about the synthesis 
of items. Make sure to take 
advantage of his information. It 
will help to avoid wasting items. 

After successfully synthesizing 
an item, or after being told how 
to synthesize an item, it will 
appear in the reference hook on 
the counter. When in doubt, con¬ 
sult this book for details on com¬ 
bining items and weapons. 



■_ J 


The synthesis area contains tlx* 
following options: Synthesize. 
Experiment and Exit 

Synthesize 

Produce items that have been 
successfully created before. 



l Jse tlx* items that arc in the char¬ 
acters’ inventor) to try to create 
new items. 
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11k 1 Weapon Society is known 
for ils study of weapons and 
their properties. Their primary 
focus is on creating new weapons 
through synfliesis. Tlk* various 

c if 

aspects of this shop arc describee 
on this page. 


Weapon Society 

Iho person behind the counter 
is willing to impan information 
about the synthesis of weapons 
for a relaliveh small fee. Make 

w 

sure to take advantage of his 

4 - 

information. It w ill help to avoid 
wasting valuable weapons. 


I he synthesis area contains the 

4 

following options: Synthetic, 
experiment. and Lvit 

Synthesize 

J _ 

Produce weapons that have been 
successfully created before. 



After successfully sy ntltesi/ing 
a weapon, or after being told 
how to sy nthesize it. the weapon 
w ill appe.iT in the reference book 
located on the counter. When 
in diuiN. consult this tiook lor 
details about how to combine 
items and weapons. 



Use the weapons and items that 
are in the characters' inventors 

W 

in the hopes ol creating a new 
weapon. When the creation is 
successful, the item can then be 
named. 
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The Monster Society is known 

0 

for its study of monsters. Hie 

mam purpose of the Monster 

Society is to allow Monster Cards 

* 

to be stoned and retrieved. 

Take the time to talk to (Ik indi- 
viduals in the Monster Society. 

4 

Many ol them will be w illing to 
trade Monster Cards. 


Monster Society 

Ilk* person behind the counter 
will oiler the following ini or* 
motion: Monster Names. Mon¬ 
ster Locations, and Cardishing 
Monsters. Of course, ilk* infor¬ 
mation docs conk* at a price. 

Alter encountering a monster on 
tlv battlefield, their image and 
description will be placed in tlk* 
Monster Book. After selecting 

a monster's name, press the * 

button to view .ill of the known 
facts about this monster 


Monster Cards can also be stored 
and retrieved at any of ilk* Mon- 

4 

ster Societies. 

To store or retrieve a Monster 
Curd, talk to the person behind 
the counter, and simply use* tlk* 
left or right directional buttons to 
move ilk* card from Theo to the 
Society or vice-versa. 

Remember, Theo is only allowed 

m 

to earn live (5) cards at any given 

• r f W 

time. 
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- Character status 


V* 

• * 


Gravity 


During a battle the character can ^ 
be in the following states: Good 
Gravity* Paralysis, Poison, Sleep. 
Silent. Contusion, and Hemo-ji. 


i j i 

A' 


The character will 
be unable to move 






be reduced. 




Tire character will 
be unable to do anv- 

4 

thing until they are 
healed. 



unable to do anv* 

m 

thing until they are 
healed i*r att.icked. 
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The character has 




he unable to chant 
an> magic spells. 
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Confusion 

The character will 
go insane and may 
* attack anyone or any* 

thing within range, 
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Atom _ 

The character will 
be weakened, and 
will slow ly lose HP 
at the beginning of 
their turn. 


Kono'ji 




When a character 
becomes a Hemo-ji. 
thc\ will lose their 

W 

strength and the use 
of their abilities. 


Okay, let's get the cliche out of the way..this has been, without a doubt, the* hugest, most difficult 


project vv e v e ev er undertaken. i ne sneer M/e oi doing tour complete games as one release dian i seem 
esfvctdy overwhelming until we were well into Arc II That's when it really hit us. At the back end, 
we’ve realized that these tour games had approximately the same amount of text as TURK! IA WR 
games, which w as our prev i<uis record-holder for most text in a game The total si/e of the text tiles were 
about 23 megabytes (that's 184 megabit for you 16-bu era fans!). Especially in Arc III, there arc many 
places \vhere branches take place lour or live times within a single scenario, meaning that if you take a 
Specitic path, you've missed 75ft or more of the text. 

The changes we've made to all three games are far, far too extensive to list, but are composed mostly 
of interface changes to make all three games, which were developed over a spread of four years, play 
like they were made one right alter another. Things like DUALSHOCK analog controller support, 
maximum memory card save slots (7 or 15. depending on the game». alternating two-controller support 
(a fan request! i. a host of additions to the options screen, streamlined inventory management, game time 

E C, screen saver (darieas the screen if lelt alone at the menu). new title screens, ami on and on and on 
animations lor 4rr / and II u ere recul and edited to be slightly more interesting to watch, and at the 
; time, we upgraded them to 24-bit playback. 

fealso worked hard to make sure tlx* Onuke box lived up to play er expectations, designing exclusive 
jeter-hased analog button covers, as well as including a memory card holder, and the fan-favorite 
icter standees. 

11 of tins has resulted in the largest console anthology being delivered hot and fresh to your 
Station® for your gaming enjoy nxnt. We hope you enjoy it as much as we did. Lei u^ know what 
think when you've finished it, by snail mail or E-mail. We're always working to bring out the best 

plaving experiences possible, and never forget that we're nothing < - - - 1 
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Working Designs warrants to the original purchaser ot this Working Designs product ^' his ^ P 1 ^'*'' ul ' 

iSSSSSmSl e**«r iair or replace, a. its optionee o. charge^the i Working Desrgns product. 
Send product postage paid, along with dated proof ol purchase, to the address shown below. 

This warranty shall not be applicable and shall be void if the delect in the Working Designs product his arisen 
through abuse, unreasonable use. mistreatment or neglect. 

BBS 2KS » 

DESIGNS BE LIABLE FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION. USE OR 
MALFUNCTION OF THE WORKING DESIGNS SOFTWARE PRODUCT. 

Some stites do not allow limitations as to how long an implied warranty lasts and/or exclusions or Smtlations 

» « w. w vm,mum « wjr-*£2: Jfi ** 

warranty gives you specific legal rights, and you may also have other rights which vary Irom state 

Game Support and Customer Service 

(530) 243-3417 

Where to find us Online. 

Web Addresses: hnpy/Vww.wortangdesigns.COT 

httpJ/www. playstation.com 

Usenet (Internet): rec.games. video.sony 



P.O. Box 494340 
Redding, CA 96049-4340 


















